YOU ARE EARTH'S ONLY HOPE! 


Wi (ome ACTIVITIES 


The professor and his team of experts work frantically to perfect the “Ad Astra’ project 
at the university’s science center. Just moments before they are ready to conduct their 
final test the outer halls of the building shatter as the radioactive mutants of a devas- 


tated Earth attack! 


Can you as the Human player hold off the fearsome attack of the Mutants? Can you 
as the Mutant player defeat the humans and their brave little robots before they escape? 


You'll only know after you have played your FREE copy of 


ATTACK of tne MUTANTS’ 


This special introductory version of “Attack of the Mutants’ is yours FREE when you send 
£1.00 ($2.00) for our catalogue of games. 

Our beautiful full colour catalogue has dozens of games from science fiction, history, fantasy and war. 

Whether you are new to Adventure gaming or an old hand you'll find many exciting titles to select from in 

this beautiful catalogue. 


U.K. Send £1.00 to U.S.A. Send $2.00 to 
GAMES WORKSHOP,» AVar YAQUINTO PUBLICATIONS 
27— 29 Sunbeam Road P.O, Box 24767 
: TAY Dallas, Texas 75224 


London NW10 


SPECIAL BONUS OFFER 


Order any of these exciting games and we'll send you both the game catalogue and the special version of Attack of 
the Mutants absolutely FREE. 


Swashbuckler £6.95 ($8.00) Demon‘s Run £6.95 ($8.00) Asteroid Pirates £6.95 ($8.00) 
The Barbarians £6.95 ($8.00) Battle £5.50 ($8.00) Time War £9,95($14.00) 
Beachhead £4.95 ($8.00) Fast Attack Boats £4.95 ($8.00) Shooting Stars £11.50($16.00) 


Check or Money Order must accompany all orders, Sorry no C.0.0's. Allow three to four weeks for delivery 


GAMES WORKSHCP.:, 


ALL MAIL ORDERS TO: 27/29 SUNBEAM RD., PARK ROYAL, LONDON NW10. TEL: 
01-965 3713. ACCESS & BARCLAYCARD WELCOME. MAIL ORDER CHARGES: UK— Please 
add 55p p&p for orders under £6.00. Orders over £6.00 post free; EUROPE — Please add 20% p&p; 
OTHER OVERSEAS — Please add 33% for surface, or 50% for airmail. ORDERS DESPATCHED 
WITHIN 7-14 DAYS UNLESS OTHERWISE ADVISED. TRADE ENQUIRIES WELCOME. 


DUNGEONS & DRAGONS 


Basic Boxed Set: (for beginners) New version 
with Module 82 & revamped rules . . .£8.50 
Expert Boxed Set: Expands Basic. . . .£8.50 
NEW — NEW — NEW — NEW — NEW — NEW 
Basic Rulebk .£3.95 Expert Rulebk £3.95 
ADVANCED DUNGEONS & DRAGONS: 


Monster Manual ... 2.2.2... 2 000+ £8.50 
Players Handbook..............% £8.50 
Dungeonmasters Guide........... £9.95 
Deities & Demi-Gods............ £8.50 


NEW — NEW — NEW — NEW —NEW— NEW 
Fiend Folio: Vol. I) of Monster Manual .£8.50 
WORLD OF GREYHAWK ........ £6.50 
MODULES (ready-to-play adventures): 

G Modules: The ‘Against the Giants’ series: 
G1&G2....£1.25 G3......... £1.25 


D1: Descent into Depths of the Earth .£1.75 


D2: Shrine of the Kuo-toa ........ £1.75 
D3: Vault of the Drow...,....... £2.25 
Q1: Queen of the Demonweb Pits. . . .£3.95 
$1: Tomb of Horrors............ £2.95 
$2: White Plum Mountain. ........ £2.50 
$3: Expedition to the Barrier Peaks . .£4.95 
B1: In search of the Unknown, .... . £2.95 
B2: The Keep on the Borderlands. . . .£3.50 
T1: The Village of Hommiet....... £2.95 
C1: Hidden Shrine of the Tamoachan .£3.95 
A1: Slave Pits of the Undercity .... . £2.95 
C2: Ghost Tower of Inverness... ... £2.95 
X1: Isle of Dread... ...... 6.6565 £3.50 
A2: Secret Slavers of the Stockade . . .£3.50 
ee ha ee a £2.50 
We PGE. 5 sw 8 606 4199 35055-0158 £2.99 
House on Hangman’s Hill. ........ £2.99 


D&D and AD&D APPROVED SCENARIOS 
The Fantastic Wilderlands Series: 


City State of Invincible Overlord . .£6.50 
City State of World Emperor... . . £8.95 
Wilderlands of High Fantasy ... . . £6.50 
Fantastic Wilderlands Beyonde. . . .£6.50 
Wilderlands of Magic Realm... . . . £6.50 
Wilderlands of Fantastic Reaches. . .£6.50 
First Fantasy Campaign ........-- £6.50 
Caverns of Thracia,............+. £4.50 
Verbosh..... £4.50 Inferno..... £3.95 
Tegel Manor. .£3.95 Dark Tower . .£3.95 
The Maltese Clue... .........-- £2.95 
MORTON: . sie viccec ce ceasesese £2.50 
Book of Treasure Maps1......... £2.95 
Book of Treasure Maps2......... £2.99 
Mines of Custalcon ............- £2.95 
Survival of the Fittest.......... .£2.50 


GenCon X1 Dungeons ........... 
Operation Ogre... .........6005 
Thieves of Badabaskor........... 
Citadel of Fire ....... 


Sword of Hope... .......0+-208 
Tower of Uilison. ............-. 5 
Temple of Ra Accurssed by Set... .. £1.50 
Escape from Astigar’s Lair......... £1.50 
Dragon Crown £1.25 Furioso..... £4.50 
Treasure Vaults of Lindoran....... £2.99 
Portals of Torsh £1.99 Ventek ..... £2.50 
Of Skulls and Scrapfaggot Green . . . .£2.95 


Spies of Lightelf £3.50 Crucis Margin . £4.50 
Tower of Indomnitable Circumstance . £3.50 
Ruins Book 1.£2.99 Ravenskrag. . .£6.95 


Portals of Iron Tooth. ........... £2.99 
Quest for Lara's Tower........... £1.99 
Break-in at 3KM Island........... £1.99 
PLAY AIDS — PLAY AIDS — PLAY AIDS 
Dungeon Floor Plans............ £2.99 
D&D Hex Sheets (Pad of 50)... .... £1.99 


DM's Screen. .£4.50 Judges Shield .£1.75 
Rogues Gallery: Non-Player Characters£2.95 
Player Character & Adventure Folder .£2.95 


Non-Player Character Records... .. . £2.95 
Campaign Hex System........... £1.99 
Fantasy Cartographer's Fieldbook . . .£2,99 
DM's Adventure Log ...........- £2.95 
Unknown Gods: 83 Gods detailed . . .£4.50 


Village Book 1£1.99 Village Book 2£1.99 
Islands Book 1£1.99 Castles Book 1£1.99 
Temple Book 1. £1.99 Castles Book 2£1.99 
Monsters & Treasure Collection... . . £3.50 
Geomorph Collection.........-.. £3.50 


TRAVELLER 


n the far future 


RULES SUPPLEMENT: 

High Guard (2nd n) 
SUPPLEMENTS 
76 Patrons 


Mercenary. 


1001 Characters. 
£1.95 Citizens 
Animal Encounters 
The Spinward Marches 
NEW — NEW — NEW 
Traders & Gunboats £1.95 
Fighting Ships. £1.95 
TRAVELLER DOUBLE ADVENTURES 
Shadows/Annic Nova £2.50 
Bright Face/Mithril £2.50 
The Argon Gambit/Death Station £2.50 


NEW —NEW—NEW 


TRAVELLER ADVENTURES (Scenarios) 


Kinunir.... . £2.50 Leviathan. . . .£2.50 
Twilight’s Peak. . 2... ...6500 eee £2.50 
Trillion Credit Squadron.......... £2.50 
GAMES COMPATIBLE WITH TRAVELLER 
Mayday... .. £4.95 Snapshot. . £6.95 
Azhanti High Lightening. ........ £17.95 


Fifth Frontier War: Fast-movingsimulation of 
Zhodani/Imperium war;starshipssquadrons & 
battles, troop units + worlds at war. . £11.95 
Invasion Earth: Final battle of the Solomani 


PTE NNO So ooo cn 06: ody wiosare seed £8.95 
Marooned/Marooned Alone, ...... . £2.50 
Library DataA-M............5. £1.95 
MAGAZINE MAGAZINE MAGAZINE 


Traveller's Journal (No 10): Quarterly.£1.50 
Best of Journal: Items from Nos 1-4. .£2.95 


TRAVELLER 
Starbases: 

to any spacefar 

ISS Ship Files 


— APPROVED PLAY AIDS 

Starbases necessary 

.£4.50 

| and 

ome leads to 

£1.95 

Personal ‘Date Files: Play aracter record 

heets (pads of 50) 
Starship Lay-out Sheets 

eets for designing 


of 50) 
NEW — 
Merchants & Merchandise £1.95 Sorag £1.95 


NEW NEW NEW 

-£1,95 
£1.95 
£1,50 


£1.50 


Scouts & Assasins £1.95 
Vanguard Reaches 
Ship’s Papers 

System Data Sheets 


Beyond . 


TRAVELLER — APPROVED PLAY AIDS 
Referee’s Screen: Shield with tables . .£1,.75 
Traveller Logbook: Starship records . .£1.99 
Starships & Spacecraft:Deck plans . . .£4.25 
Ley Sector: Detailed sector with map .£3.50 
Astrogator’s Chartbk: Mapping system. £2.95 
Encounters in Corelian Quadrant: 4 starships 
detailed with NPC crew .......... £1.99 
Encounters in Ventura Quad: As above£1.99 
Encounters in Phoenix Quad: As above £1.50 


NEW — NEW — NEW — NEW — NEW 
Tethys: 15mm starship deckplans. . . .£3.95 
Fenris: 15mm starship deckplans . . . .£5.95 
Leander: 15mm starship deckplans. . .£3.95 


King Richard:15mm starship deckplans £7.95 
Glimmerdrift Reaches: New sector detailed 
with map. Links with Ley Sector . . . .£3.50 
Navigator's Starcharts: Mapping aid . .£3.50 


A A A A 


TRAVELLER — APPROVED SCENARIOS 
Tancred: Adventure among rebel forces £4.50 
Dra‘k‘ne Station: Mission inside asteroid £3.50 
Darthanon Queen: Save the ship! . . . .£2.50 
Port Xanatath: Adventures in Pirateden £3.95 
Pen-Latol’s World: Survey alien planet. £5.95 
Nystalux: Adventure on alien world . .£3.95 
Geptorem: Pirate's asteroid hideaway .£3.95 
Mission to Zephor: Adventure on alien planet 
to rescue kidnapped official........ £3.95 
Hydronaut: Alien planet adventure. . .£5.95 
NEW — NEW — NEW — NEW — NEW 
Doom of the Singing Star: Massive adventure 
with 15mm deckplans & many scenarios.£8.95 
Nithus: Planet adventure setting. ... . £3.95 
LomodolV: Planet adventure setting. ,£3.95 
Sapies: Planet adventure setting... . . £3.95 
Wabor-Parn: Planet adventure setting .£3.95 


SS 


mention WHITE DWARF 
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SHOPS: 


6 ST. 


1 DALLING RD., HAMMERSMITH, 
LONDON W6. TELEPHONE: 01-741 3445 
MONDAY — SATURDAY 10.00-5.30. 

JAMES’S SQ., MANCHESTER M2 


TELEPHONE: 061-832 6863. 


RUNEQUEST 


RuneQuest: Fantasy role-playing; the box 
contains rules, Apple Lane scenario, monster 
book, dice, character sheets + Basic Role- 


hy ee ee rs ee £15.95 
RuneQuest Rulebook ........... £8.95 
SCENARIOS — SCENARIOS — SCENARIOS 
II os isin ole bp ieddinteleted £3.95 
Snake Pipe Hollow... ........... £4.50 
Broken Treelnn..........-+-+. £2.95 
Duck Tower. .£4.50 Duck Pond. , .£4.50 
Hellpits of Nightfang...........- £1.99 


City of Lei Tabor: Complete city. . . . 
NEW — NEW — NEW — NEW —-NEW —NEW 
Griffin Mountain: Massive wilderness cam- 
paign with over 100 scenarios ..... £11.95 


PLAY AIDS — PLAY AIDS — PLAY AIDS 
Foes: Pre-rooled adversaries........ £8.95 
RuneQuest Shield. ...........-- £1.99 
Cults of Prax: Cult-by-cult guide to the basis 
of RuneQuest magic, History, references, 
illustrations and maps, A key document£8,25 
The Gateway Bestiary: Monsters from legend 
& literature to expand your campaign . £8.25 
Plunder: 640 pre-generated treasure hoards 
plus 43 magical treasures of Glorantha £4.50 
RuneMasters: 45 Rune Lords, Priests and 
Lords-Priests of the cults complete with spells, 
experience, bound-spirits, treasures etc £4.50 
NEW — NEW — NEW — NEW —-NEW—NEW 
Cults of Terror: The book of the bad guys of 
Glorantha detailing the cults of nine deadly 
deities. Presented in the same clear format as 
CURB OF PTI ois acca eevee eee £7.50 


OTHER ROLE-PLAYERS & SCENARIOS 
Gamma World: Post-holocaust USA . .£7.95 
Legion of Gold: Gamma World scenario £2.50 
Boot Hill: Hot shots in Wild West. . . .£7.95 
Mad Mesa: Boot Hil/ scenario. ...... £2.50 
Top Secret: Bond-style espionage... . 
Rapidstrike: Top Secret scenario .... 
En Garde!: Chivairy & swordplay. . . . 
Superhero 2044: Comic-book heroes . . 
Hazard: Superhero 2044 scenario. . . . 
Basic Role-Playing: Easy-to-learn & play 
introductory fantasy role-playing game - 
ideal intro to Runequest or others . . .£2.99 
Temple to Athene: Fantasy role-playing 
scenario usable with any system, .... £3.50 
Mountain of Mystery: FRP scenario. . .£3.50 
9 Doctrines of Darkness: FRP scenario . £3.50 
9 Doctrines of Darkness 11; FRP scen, .£3.95 


OTHER ROLE-PLAYERS & SCENARIOS 
NEW — NEW — NEW — NEW — NEW — NEW 
The Arduin Adventure: New revamp of old 
favourite; box contains: basic rules, adventure, 
dice, character sheets & artifact cards .£7.95 
Arduin Adventure Rulebook. ...... £5.95 
The Arduin Trilogy: The original three books 
in boxed set for advanced players. . . . £13.95 
Free City of Haven: Huge city campaign for 
use with any FRP system ........ £10.95 
Nightmare Maze of Jigresh: First scenario for 
use with Empire of Petal Throne .. . .£1.50 
Champions: Comic hero role-player . * £6.95 
Stormbringer: Role-player based on the Elric 
andere.) Fla sinnni SEEN ee £15.95 
Iron Wind: Detailed area of fantasyworldwith 
natives, dungeons, poison & herbs, weather 
charts + more for any FRP system . . .£6.50 


DICE — DICE — DICE — DICE — DICE 
Opaques: Dice in brightly-coloured, opaque, 
hi-impact plastic: 


. . 50p D6. . 50p D8. . 50p 
D10 . 50p D12 . 50p D20 . 50p 
Precious Gems: Dice in brightly-coloured, 
hi-impact, transparent plastic - real beauties: 
D4. .60p D6. . 60p D8. . 60p 
D10 . 60p D12 . 60p D20 . 60p 
Small Gem Dice: 

D4. . 50p D6. . 50p D8. . 50p 
D10 . 50p D12 . 60p D20 . 50p 
Dice Marker Set: For colouring-in the num— 
bers on the above hi-impact dice... . . £1.50 


Dice Maze:Perspex tower for tumbling dice 
down - enlivens throwing the dice. . . .£7.50 
2D10:Two percentile dice........... 50p 


n replying to ad sements 


MONDAY — SATURDAY 9.30-5.30 

UNIT 37, BIRMINGHAM SHOPPING CENTRE, 
BIRMINGHAM, B2 

TELEPHONE: 021-632 4804. 

MONDAY — SATURDAY 9.30-5.30 


MIN-GAMES—MINI-GAMES—MINI-GAMES 
Steve Jackson's full-colour, zip-locked games 
Kung Fu 2100: Martial he s mad prof£2.50 
Raid on Iran: Free those host 

One Page Bulge: Ardenne 

NEW NEW NEW 


Car Wars: Death & mayhem on freeway. £2.50 
META-GAMES 


META-GAMES 

Command at Sea 

Hitler's War: Grand strategy in WW2 

Trojan War: Ba the Iliad this 

gives you 11 different scenarios 

Air Eaters Strike Back: A development of 2 
nvasion of the Air Eaters, with the 

u end of c tion as we know it £5.95 

Just in from the USA 

Helltank ew explosive 

META-GAMES 


microgame 


NEW — NEW — MAYFAIR MINIGAMES 
Transylvania: Villagers vs vampires . . .£2.50 
LC.B.M: Fast & nasty nuclear exchange£3.95 
Space Empires: Multiplayer space war .£3.95 
The Castle: Rescue princess from evil. .£3.95 
Richard the Lionheart: Richard's campaian 
for France, 1194— 1199 ......... £3.95 
NEW — NEW — DWARFSTAR MINIGAMES 


Barbarian Prince: Solo fantasy quest . . £4.50 
Demontlords: Epic fantasy battle. . . . . £4.50 
Outpost Gamma: SF man-to-man. . . . £4.50 
Star Viking: Space piracy. ........ £4.50 


NEW — NEW — NEW — TSR MINIGAMES 


They've !nvaded Pleasantville: Movie-style 
alien invasion... 2... . 6566 e eee £2.95 
Saga: The age of heroes .......... £2.95 
Vampyre: Hunt Count Drac ....... £2,95 


Revolt on Antares: SF strategy game . . 


POCKET GAMES POCKET GAMES 
Compact gam complete in zip-lock bag 
Starfire: Batt tween space armadas £3.50 
Starfire ti: Extension for above game . £3.50 
Asteroid Zero-Four: Inter-asteroid war, £3.50 
Cerberus: Space in on, 

Valkenburg Castle: Fantasy siege 

Intruder: Alien v: rship crew 

Spellbinder: M al armies battle... .£ 
Robots!: Design ‘and battle with robots. £3.50) 
Survival/The Barbarian: 2 garnes from 
Dwarf magazine: one SF, one fantasy. .£3.95 
NEW — NEW W — NEW — NEW — NEW 
Ultrawarrior: Warrior 
Battlewagon: Pla fight hypoth 
en for six of histo 


NEW MISCELLANEOUS PLAY AIDS 
Grimtooth’s Traps: Book of traps. . . .£3.75 
Arms Law: Weapon combat system. . .£7.95 
Fantasy Paths: Contains dungeon floor plans 
& Basic Role-Playing ........... £11.95 
Look! No more spilled piles of cardboard 
counters with the Nebelwerfer system of 
bases + stacking screens, Starter Pack cont- 


ains 100 bases + 100 screens ....... £7.95 
50 Nebelwerfer Bases............ £2.75 
50 Nebelwerfer Screens .......... £2,75 
Counter Clips: Magnetic counter holders. 
for use on map mounted on metal sheet: 
100 for half-inch counters......... £5.50 
60 for five -eighth inch counters. .. . . £5.50 
Tank Trap: Plastic case with foam insert 
for microtanks .............006 £1.95 


£3.50 Warp War 
3.50 Wizard, 
£2.95 Black Hole 
Holy War £2.95 Hot Spot 
Sticks & Stones.£2.95 Artifact 
Ramspeed £3.50 Stalin's Tanks 
Invasion of the Air Eaters 
One World/Annihilator 
Rommel’s Panzers 
Dimensions Demons 
NEW — NEW — NEW — NEW —NEW— NEW 


Lords of the Under 
vertible fe 


OF MODELS 


10, Queen Street , Bridlington, YO15,2SF. 
Telephone:0262-70421 


SEND A LARGE S.A.E. FOR MAIL ORDER 
CATALOGUE 


STARFORCE 300 Open Mon-Sat: 9.30 to 5.30 (closed Thursdays) 
Trade enquiries welcome 
ACCESS AND BARCLAYCARD WELCOME 


Space Ships and Ground Vehicles in 1/300th 
Scale.From as little as 45p. All Space Ships 
come complete with their own Base. 


STARFORCE PERSONNEL 
25mm Starship crew, plus Aliens. 25p each. 
STARSHIPS 
1/10,000th Scale Starships. Complete with 
their own Base from as little as 40p. 
STARDRIVE 
15mm Stardrive Vehicles. From 50p. Also 


in stock: 15mm _ Tabletop Figures and 
Laserburn Rules for 15mm Wargaming. 


a 


aeaeiadiememestse 
THE LARGEST SELECTION ) 


OF GAMES IN THE WORLD 


VISIT OUR SHOP FOR ALL YOUR SF - FANTASY - WARGAME NEEDS 


Choose from hundreds of Books, Boardgames, Figures & Fanzines, Scenery & Supplements, Micro’s & Monsters, 
Rulebooks & Role-Players, Paints, Dice, Brushes, Zip-Locs, Magazines, Accessories & Supplements! 


PA WAZ (VA BV PAV OVA BBB ABB 
; , ; ¥YEECEEELEGEELEEGEEEEELEEE 
Avalon Hill SPI Games Workshop Se “ 
Judges Guild 3 GDW Martian Metals \) NEW! ie ® 
Flying Buffalo TSR Traveller NY TASK FORCE Citadel! Miniatures & 
* Star Force 300 *WRG * International Team <p, 3RD REICH Asgard Miniatures va 
* Chronicle * Asgard * Archive ENN) (Revised Edition) Chronicle Miniatures AN 
* Yaquinto * Metagaming * Hinchliffe NY GUNSLINGER FASA TRAVELLER AN; 
* Runequest *“FGU * Humbrol on FEDERATION SPACE Deck Plans NS 
* Ral Patha " Eon * Task Force NY FINEOUS TREASURY IRONCLADS 
* Zocchi * Bellona * Osprey NY Miniature Ships ie 
* Master Models * Newbury * Milliput Sor car = = B re Ee A eee re Le 


Ose | WAR GAMING 
CLUB DISCOUNT 


9.30 am-10pm 
ena | @p Mondays to Saturdays | | 10% off goods £75 and over 
b 15% off goods £175 and over 


22 OXFORD ST. LONDON W11 11st FLoon) 


— Near Tottenham Court Rd. Tube Station - 


r= 


AMES 
ENTRE 


4 Please mention WHITE DWARF when replying to advertisements 


‘CRY HAVOC 


“Cry Havoc” deals with individuals, single knights, 
spearmen and others to simulate medieval combat 
in a lifelike and convincing manner. 


The Forest - a map to expand 
your basic Cry Havoc game. 
Produced to the high standard 
of the other game components, 
this map gives the Cry Havoc 
player a heavily wooded area to 
add to the maps already 
available. Cost per map - £2.85. 


2 full colour maps printed on canvas textured board, that 
allow for 10 different terrain configurations to be 
produced. 


228 playing pieces. These are also produced in full 
colour, giving the characters an individuality and life so 
often missing from other board games. 


CARD “WARRIORS *”° hana 
123. 


F.1. Dungeon Adventure Sad 
F.2. Savages & Swordsmen 
D.A.1. Saxon Army 

D.A.2. Norman Army 
American Civil War 


U.S.1. Union Infantry 
U.S.2. Confederate Infantry 


sf et a 
U.S.3.. Union Cavalry ca € . 
U.S.4. Confederate Cavalry £1.55 per sheet. — 
ORDER FORM 
e = Please send me copies 
“Cry Havoc” 
, : Map 1 
The revolutionary new playing surface for wargames. Made of high-quality felt Map 2 
in a range of colours. Felt Hex has a one inch hex grid printed on one side for Co. 1. Counters 
skirmish or role playing games and it is plain on the other for games at Map 3 Forest 
battalion level etc. . : 
Card Warriors 
Felt-Hex can be draped over boxes or books to form a realistic terrain, and F 1 Dungean Adventure 


whatever the angle the hex grid is still there. No more role-playing games 
on maps, if you need a hill or valley with hexes you can now have one. The blue 
Felt-Hex is a boon for naval wargamers and may be used with the green or sand 
to form coast-lines or islands, Deserts and their undulating sand-dunes can 
now be faithfully recreated for the first time. 


® Fold it: For easy storage. @ Iron it: On the plain side for a smart finish. 


® Glue it: Felt-Hex can be glued to itself to form a larger area. 
¢ Drape it: Drape it over books or boxes to form a landscape. 


F.2. Savages & Swordsmen. 
D.A.1. Saxon Army 
D.A.2. Norman Army 
U.S.1. Union Infantry 
U.S.2. Confederate Infantry. 
U.S.3. Union Cavalry 
U.S.4. Confederate Cavalry 
W.W.1. Aircraft 


© Overlap it: Cut Felt-Hex into irregular shapes and lay one piece over another om . is 
to form a complex terrain, with rivers, beaches, etc. W3 
Felt-Hex is available in: Sand, Green, Black and Blue 6ft x 4ft at £7.95. W4 


Felt-Hex (one inch Hex) 
sheets 6ft x 4ft Green 
sheets 6ft x 4ft Sand 
sheets 6ft x 4ft Blue 
sheets 6ft x 4ft Black 
Plain Felt 72 in wide x metres required. 
Metres Green 

Sand 

Blue 


Plain felt is available in the same colours as above. 72 inches wide, sold 
by the metre at £3.75. 


Magnificent Full Colour W.W.1. aircraft prints. 
Each print measures 12 x 13 inches. Available at £1.75 each, or 
£6.00 for the set of 4. 

W.1. Pfalz W.2. Albatross W.3. Bristol W.4. S.E.5. 


I enclose plus 50p extra for postage 


Now Available and packaging. On the item or items ordered. 


In response to customers requests, we are releasing duplicate Name 
‘Cry Havoc’ maps and counter sets as single items to add to the 
basic game. Each item is available at £2.85 each. 


Map 1. The Village Map 2. The Crossroads 
Co.1. Cry Havoc Counters 


Address 


Arlon House, Station Road, Kings Langley, Herts. 
Telephone: Kings Langley 68328 
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You've Fantasy Role 


Played On the Table.... 
i: fi,  »»»- NOW PLAY 
a. FOR REAL! 


Bring your character to life in our fully 
equipped castle in Cheshire. 


All you would-be Fighters, Magic Users and Thieves etc., 
can now act out your favourite characters for real. 

We at ‘Treasure Trap’ castle will equip you with realistic 
but safe weapons, armour, costumes and other vital 
equipment to adventure in our castle towers and dungeons. 

We invite you and your friends to pit your wits and skills 
against our Tricks, Traps and ‘REAL’ Monsters whilst 
searching for hidden treasure. 


What do you get for your membership ? 

* Weapons @ Amour @ Costumes = Equipment 
@ character Progression = Open Seven Days a Week 
* Free Use of F.R.P. Room * Free Use of Club Room 
= Shop * Coffee Bar & Discount on Weekend Activities 


What do you get in an adventure ? 

A two hour real life fantasy experience, passing through 
specially designed scenarios comprising Monsters, Tricks, 
Traps and Special Effects, co-ordinated by our team o of ha 


How much does all this cost? 
£30 Membership per year 
plus £1 per adventure 


For further information contact 
‘Treasure Trap’ by filling in the 
form below:- 


SEND NO MONEY-Just a stamped addressed envelope 


Name = 


Address 


Age Sex: Male |_|] Female {|__| 
Preferred Character Class: Fighter _] Magic User _] Thief L_] Other = 


Favourite F.R.P. Game 
Post to:- Carey & Donaldson P.O. Box 130, Chester CH1 1TD. 
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LASS 


ASUnRD 2 cH PAVEMENT 
NOTTINGHAM. 
M i N IATU RES Trade Orders Welcome 


NOTTINGHAM'S FOREMOST FANTASY AND SCIENCE FICTION SHOP 


This new range of 15mm Fantasy Figures, usable for role-playing games or 
for Tabletop Wargaming, is designed to the same high standards of detail 
as can be found in Asgard’s latest 25mm ranges, but cost less than half the 
price! 

Now you can afford to populate an entire dungeon, or build an army of 
thousands. Send 50p for four sample figures and latest Asgard lists. 


DWARF THEIF TROLL 30p 
DWARF FIGHTER RAT 15p 
DWARF CLERIC 

DWARF WITH AXE WERERAT iad 
ELF FIGHTER DRAGON 60p 
ELF LORD 6 WRAITH 10p 
HALFLING THIEF GOLEM 10p 
HALFLING WARRIOR WEREWOLF 15p 
HALFLING ARCHER SALAMANDER 30p 


GNOME SPIDER 5p 
° * = « ~ 1 E 1 
Broadmarsh j i 

roadmars : GNOME WITH SPEAR WOLF 15p 


Shopping Commerce Sq CLERIC 
9 : MAGIC USER BALROG £1.50 
DRUID | FLYING REPTILE WITH WRAITH RIDER ..£1.00 

| ASGAR THIEF SKELETON 10p 
Bus MINIATURES PALLADIN SKELETON WITH SHIELD 10p 
Depot gyrate ELITE SKELETON 10p 
Nt re GIANT ORC IN PLATE WITH SWORD 10p 
PORTING SM STATO MDAS ) GIANT ORC IN PLATE WITH AXE 10p 


Weekday Cross 


Centre 


BARBARIAN GIANT ORC IN PLATE WITH SPEAR 10p 
OPEN 9.30 pm till 5.00 pm ewer: BARBARIAN > GIANT ORC IN PLATE STANDARD BEARER 15p 
LIZARDMAN WITH SWORD 10p 

n r F 
. peat ag aes FALLEN HERO DWARF LIZARDMAN WITH SPEAR iop 
Figures by:- BC FALLEN HERO HALFLING GIANT SNAKE 25p 
Asgard Citadel Ral Partha FALLEN HERO WIZARD 5 GIANT LEECH 10p 


FALLEN HERO FIGHTER 
QT Games and Rules by: 


TSR, GOW, Judges, Guild, UK Mail Order Rates min. 25p 10% to £10. Orders over £10 POST FREE. 


| aaa ; 
See Gites Woe =e Overseas Surface 30%. Orders sent within seven days of reciept 


18 Sydney Street, 
THE BEST 
BRIGHTON, IN PERSONALISED 


Tel: 0273 698424 COMPUTERS AT 
LOW PRICES 


ACORN ATOM 
8K ROM/2K RAM - £150 + VAT SHARP MZ 80K ATARI 400 (16K) -£285 + VAT 
12K ROM/12K RAM - £199 + VAT 48K -£347 + VAT ATARI 800 (16K) -£525 + VAT 


a — 

“PLEASE SEND ME DETAILS ON THE FOLLOWING ITEMS 
(PLEASE TICK). | ENCLOSE A LARGE STAMPED 
ADDRESSED ENVELOPE. 

COMPUTERS SOFTWARE 

ATARI 400/800 O TRS 80/VIDEOGENIE O 
; : TEXAS TI99/4 ATARI 400/800 
Whether you need a computer for playing Asteroids or Adventure VIC 20 SHARP MZ-80K 


TEXAS TI 99/4 (16K) —£242+VAT VIC 20—£165+ VAT i 
O 

I o 

games or for more mundane purposes - we have a machine to suit I ACORN ATOM =e 
O 

I Oo 


VIDEO GENIE (16K) — £289 + VAT MZ80B — £960 + VAT 
INTELLIVISION £199 INC. VAT + SECOND FREE CARTRIDGE 


BOARDGAMES 
SF & FANATSY 
WARGAMES 


you. If you already have a computer then send for our lists of Mie rye 
software. SHARP MZ-80B 
For those of you still preferring human opponents, we have new 

editions of our SF & Fantasy and Wargames catalogues - send 
large SAE for free copies. 


NAME & 
ADDRESS 
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MINTLATURE 


TD. 


10 Victoria Street, Newark, Notts. Tel:0636 77495 


Citadel Miniatures U.S.,Inc., P.O. Box 12352, Cincinnati, 


Ohio 45212 


RAFM Company, PO Box 62, Paris, Ontario N3L 3E5, Canada i 


Each Citadel Master Figure is Individually Hand Sculptured by our own Craftsmen 


15mm MINIATURES 


& 
» A i 
BOX 1: ADVENTURERS 
1: Adventuress in Vace Suit 
2: Adventurer in Vace Suit with Repair Gear 
3: Adventurer in Vace Suit with Snub Pistol 
4: Adventurer in Vace Suit with accelerator Rifle 
5: Adventurer in Casual Wear with Advanced Combat Rifle 
6: Adventurer in Casual Wear with Auto Pistol 
7: Adventuress in Casual Wear with Carbine 
8: Adventurer in Casual Wear with RAM Grenade Launcher 
9: Adventurer in Ship Dress with Hand Computer 
10: Adventuress in Ship Dress with Snub Pistol 
11: Adventurer in Ship Dress with Snub Pistol 
12; Adventurer in Survival Dress with Advanced Combat Rifle 
13: Adventurer in Survival Dress with Auto Pistol 
14: Adventuress in Survival Oress with Assault Rifle 
15: Utility Oriod with Work Arms 
16: Social Droid (Steward/Library Functions) 
17. Down-and-out Adventurer with Dagger and Body Pistol 
18: Down-and-out Adventurer with Carbine 
19: Down-and-out Adventurer with Auto Pistol 
20: Barbarian Adventurer with Cutlass 


o 
o 
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Low Tech Officier with Revolver 

Low Tech Trooper with Rifle 

Low Tech Trooper with Light Machine Gun 

Low Tech Trooper with 5cm Mortar Pack and Carbine 
Mid Tech Squad Leader with Advanced Combat Rifle 
Mid Tech Trooper with Advanced Combat Rifle 

Mid Tech Trooper with Light Assault Gun 

Mid Tech Trooper with RAM Grenade Launcher 

Mid Tech Gunner with Towed Auto Cannon 

Mid Tech Gunner with Towed Auto Cannon 

Mid Tech Loader/Spotter with Laser Carbine 

Mid Tech Aid Man with Backpack 

High Tech Squad Leader with Gauss Rifle 

High Tech Trooper with Gauss Rifle 

High Tech Trooper with RAM Grenade Launcher 
High Tech Trooper with PGMP—12 

High Tech Sniper with Gauss Rifle and Gray Belt 
High Tech Trooper with Battle Dress and PGMP—13 
High Tech Trooper with Battle Dress and PGMP—13 
High Tech Trooper with Battle Dress and FGMP—14 
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3: SHIP’S CREW 

Bridge Officer in Dress Uniform with Hand Computer 
Bridge Officer in Duty Dress with Snub Pistol 
Female Bridge Officer in Duty Dress at Ease 
Merchant Master with Snub Pistol 

Chief Engineer in Duty Dress with Hand Computer 
Engineering Crewman in Duty Dress with Tool Set 
Engineering Crewman in Duty Dress with Snub Pistol 
Crewman in Outy Dress with Tool Set 

Crewwoman in Duty Dress with Hand Recorder 
Crewman in Duty Dress with Snub Pistol 

Crewman in Duty Dress with Cutlass 

Medic in Duty Dress with Analyser 

Marine in Battle Oress with Accelerator Rifle 
Marine in Battle Oress with RAM Grenade Launcher 
Marine in Battle Dress at Ease 

Marine in Combat Armour with Snub Pistol 

Ship’s Boat Pilot at Ease 

Crewman in Vacc Suit with Tool Set 

Crewwoman in Vacc Suit with Snub Pistol 
Crewman in Vacc Suit with Snub Pistol 


SET 1: ADVENTURERS 


mm MINIATURES 


dupes For Use With 


TRAVELLER. 


Each set contains 20 individual 
figures, with a variety of costume 
and equipment. They can be used 
to represent player-characters, and 
patron and person/alien encount- 
ers. Each full-colour box also 
contains a special foam liner to 
protect and store the figures in 
once painted. 


£2.95 per set 


PLEASE NOTE: These 7rave//er figures 
are not available in the USA. 


COMING SOON 


Official sate Miniatures 
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All the figures photographed on this page are 
from Set 5: Aliens 


BOX 4: CITIZENS 


Uniformed Official with Communicator 
Uniformed Official with Auto Pistol 
Uniformed Official with Submachine Gun 
Nobleman with Foil 

Lady in Evening Wear 

Merchant of Substance with Snub Pistol 
Young Lady of Good Repute with Dagger 
Male Citizen with Blade 

Female Citizen with Auto Pistol 

Business Man with Hand Computer 
Receptionist with Communicator 
Colonist with Assault Rifle 

Female Colonist with Body Pistol 

Con Artist with Suitcase 

Thug/Bouncer with Auto Pistol 
Thug/Bouncer with Shotgun 

Assassin with Grav Belt and Snub Pistol 
Beggar/Thief with Dagger 

Security Robot with Laser Arm 

Android Female Companion 


BOX 5: ALIENS 

Vargr Noble/Merchant with Gauss Rifle 
Vargr Officer with Auto Pistol 

Vargr Officer with Laser Carbine 

Vargr Crewman with Repair Gear 

Vargr Crewman with Snub Pistol 

Vargr NCO with Gauss Rifle 

Vargr Trooper with Gauss Rifle 

Vargr Trooper with PGMP—12 

Aslan Trader/Elder with Auto Pistol 
Aslan Captain with Hand Computer 
Aslan Officer with Snub Pistol 

Aslan Crewman with Snub Pistol 

Aslan Crewman with Cutlass and Communicator 
Aslan Trooper with Accelerator Rifie 
Aslan Trooper with PGMP—12 

Droyne Leader with Auto Pistol and Foil 
Droyne Warrior with Disintergrator Pistol 
Droyne Technician with Hand Computer 
Droyne Worker/Drone/Sport with Laser Rifle 
Droyne Worker/Drone/Sport with Dagger 
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MAIL ORDER CHARGES: UK: Please add 
10% p&p (Minimum 25p, post free over 
£10). OVERSEAS: Please add 33% p&p. 
All orders despatched on the same day. 


TRADE ENQUIRIES WELCOME, 


COMING SOON: The new 3rd Edition 


Citadel Catalogue, featuring all the 


new ranges for 1982. 
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THE MAGIC JAR — 


by Andy Slack 


The object of this article is to help games masters to convert 
characters from one role-playing system to another. 

This is often done, for one of the following reasons: changing 
the rules, for example a D&D DM wishing to run his world using 
C&S or RuneQuest; incorporating favourite characters or mon- 
sters from another system; or using a second game system to 
form ‘another Plane’, for eaxample the D&D DM using Boot Hil! 
or Gamma World as an alternative setting which his players can 
enter by gates, astral travel, etc. 

This article contains tables, which for each commonly used 
type and number of dice gives the percentage chance of rolling 
less than or equal to each number. This can be thought of as 
the equivalent roll on 1d100, if that had been used instead of, 
say, 3d6. These can be used to convert a character’s charact- 
eristics (aka attributes, abilities, prime requisites) and skills/ 
level, as shown in the examples following the tables. Magic items, 
spells, and psionic abilities are best converted by comparing 
descriptions in the two sets of rules concerned, and picking the 
nearest thing to what the character can currently do. If there is 
no equivalent, new rules must be written. You must use discretion 
in deciding which characteristic in the old system equates to 
which in the new. 

You should keep copies of the original characters in their 
original system so that they can be changed back for that system 


Table 1. 2d6 Table 5a. 1d20+1d20 
Die Roll P(%) 13 44.37 Dice Roll P(%) 
2 2.78 14 55.63 18 90.00 
3 8.33 15 66.44 19 95.00 
4 16.67 16 76.08 20(1-12) 98.00 
5 27.78 17 84.11 20(13-16) 99.00 
6 41.67 18 90.28 20(17-19) 99.75 
7 58.33 19 94.60 20(20) 100.00 
8 72.22 20 97.30 
9 83.33 21 98.84 Table 6, 2d10 
10 91.67 22 99.61 Dice Roll P(%) 
11 97.22 23 99.92 2 1.00 
12 100.00 24 100.00 3 3.00 
4 6.00 
Table 2. 3d6 Table 4, 3dA 5 10.00 
Die Roll P(%) (Note: A is used here 6 15.00 
3 0.46 to denote an average - 21.00 
4 1.85 [2-3-3-44-5] die, as 8 28.00 
5 4.63 opposed to a normal 9 36.00 
6 9.26 [1-2-3-4-5-6] die.) 10 45.00 
7 16.20 Die Roll P(%) 11 55.00 
8 25.93 6 0.46 12 64.00 
9 37.50 7 3.24 13 72.00 
10 50.00 8 11.57 14 79.00 
11 62.50 9 27.78 15 85.00 
12 74.07 10 50.00 16 90.00 
13 83.80 11 72.22 17 94.00 
14 90.74 12 88.43 18 97.00 
15 95.37 13 96.76 19 99.00 
16 98.15 14 99.54 20 100.00 
17 99.54 15 100.00 
18 100.00 Table 6a. 2d10+1d20 
Table 5. 1420 Dice Roll P(%) 
Table 2a. 3d6+1d100 Die Roll P(%) 18 97.00 
Dice Roll P(%) 1 5.00 19 99.00 
16 98.15 2 10.00 20(1-12) 99.60 
7 99.54 3 15.00 20(13-16) 99.80 
18(01-50) 99.77 4 20.00 20(17-19) 99.95 
18(51-75) 99.89 5 25.00 20(20) 100.00 
18(76-90) 99.95 6 30.00 
18(91-99) 99.99 7 35.00 Table 7. 1d100 
18(100) 100.00 8 40.00 No table is included 
9 45.00 for 1d100 to conserve 
Table 3. 4d6 10 50.00 space: for 1d100 rolls, 
Dice Roll P(%) 11 55.00 the dice roll is equal 
4 0.08 12 60.00 to the P(%) value. 
5 0,39 13 65.00 
6 1.16 14 70.00 
7 2.70 15 75.00 
8 5.40 16 80.00 
9 9.72 17 85.00 
10 15.90 18 90.00 
1 23.92 19 95.00 
12 33.55 20 100.00 


or to be reconverted to another system to avoid cumulative errors. 


EXAMPLES 

1. En Garde! to Advanced Dungeons & Dragons 

Andre Vallon has a strength of 13, a constitution of 13, and 
consequently an endurance of 169. His expertise with his fav- 
ourite weapon, the cutlass, is 14. By dint of some not entirely 
legal operations he has acquired a social status of 15. 

Examining En Garde! we find that strength, constitution 
and expertise are diced on 3d6. This will make the conversion 
fairly easy, since D&D also uses 3d6. Thus Monsieur Vallon’s 
strength and constitution remain unchanged. We note that his 
social status serves roughly the same function as D&D charisma, 
and since it has a range not far removed from the 3-18 required, 
we decree that his charisma is now 15. Finally for the charact- 
eristics, we decide that experise with the weapons of the period 
is largely a matter of dexterity since little armour is worn, though 
we would be on safer ground had he preferred the rapier; thus 
his dexterity becomes 14. This leaves us with his intelligence 
and wisdom to dice up from scratch. 

Now, what of his class and level? Class first; Andre is ob- 
viously some kind of fighting man. His social background argues 
against him being a paladin (too honest) or a ranger (too unciv- 
ilised), so we make him a fighter. 

As to his level, that requires some thought. Expertise affects 
the speed of his fighting in En Garde! but attack is a matter of 
writing orders, not rolling dice. We decide arbitrarily that the 
closest thing to this in D&D will be his hit probability, since it 
looks like the easiest way out. Looking at the 3d6 table, we see 
that 14 is equivalent to 90.74%. D&D uses 5% increments since 
combat is by 1d20 rolls, so we'll call this 90%. Further, most of 
Andre’s opponents will not have worn much in the way of 
armour, so let’s say he is accustomed to striking at AC 10. So, 
we declare him to have a 90% chance of a hit against AC 10. 
Now, this means there is a 10% chance (100-90) that he does 
not hit, which on the 1d20 table is a roll of 1 or 2 (since 10% is 
the chance of rolling a 2 or less on 1d20). So our man hits AC 10 
if he rolls 3 or higher. We decree that the closest thing to a cut- 
lass in AD&D is a broadsword; this has a +2 adjustment against 
AC 10, so without his broadsword on the combat tables Andre 
really needs a 5 to hit AC 10. Looking at the DMG tables, since 
there is no 5 to hit AC 10 by a fighter, he could be either 5th- 
6th (a 6 to hit) or 7th-8th (a 4 to hit). Let’s try another angle. 

A Oth level fighter hits on an 11 or higher. Therefore he 
misses on a 10 or less against AC 10. Since the chance of rolling 
10 or less on 1d20 is 50% (from the table) the chance of a hit is 
(100-50) = 50%. Andre has, we recall, a 90% chance; this is a 
40% bonus. Ah, but 10% of that was due to the weapon, so it’s 
really only a 30% bonus. 

In rising from Oth to 10th level, a fighter’s hit prob rises from 
50% (11) to 95% (2 to hit). A bonus of 45% over 10 levels; so 
on average about 5% per level. 30%/5% = 6, so we can call Mon- 
sieur Vallon a 6th level fighter. This is as far as the figures can take 
it, so the rest, as they say, is left as an exercise for the student. 


2. Spacequest to Traveller 
‘Handbrake’ Palmerston is a spacer, whose family are city-level 
merchants. He has the following characteristics: Physical power 
12, coordination 14, speed 18, vitality 8, psi 10, 10 15, empathy 
4. He has many skills, but for illustrative purposes we will con- 
sider only Astrogation, Contact Xenology, and Hand Blaster. 
Astrogation is a skill which a Spacequest character either has or 
doesn’t have; Contact Xenology ‘Handbrake’ has learnt to 84% 
in a desperate attempt to counter his abysmal empathy, and in 
case that doesn’t work he has Hand Blaster -3. Due to abilities 
and experience he has acquired a +3 spacer bonus. 

The obvious equivalent career for this character is the Mer- 
chants. His age is not really important in either system, so we 
will ignore it. Physical power equates to strength; a figure of 12 


translates to a P(%) of 74.07 on 3d6. The closest thing on 2d6 is 
72.22, which gives a strength of 8. Dexterity in Spacequest 
is split into two forms, coordination and speed. So we will take 
the average of their values and convert that. (14 + 18)/2 = 16, 
which on 3d6 has a P(%) of 98.15. The closest P(%) on 2d6 is 
97.22, yielding a dexterity of 11. Vitality equates to endurance, 
and by the same method an 8 becomes a 5, 10 15 becomes int- 
elligence 11. Empathy does not translate, but we can see that 
‘Handbrake’ is not going to be a cheerful or friendly character. 
Psi we can use as psionic strength; 10 becomes a 7, and is then 
reduced to 6 because there is always a DM of at least -1 on 
human psionic strength in Traveller. We'll be generous and 
ignore aging, but note that for each four years of play under 
Traveller rules the psi strength will drop by one unless ‘Hand- 
brake’ gets himself trained. 

We also need an education. We know Palmerston has been to 
the space academy, which we assume to be about as common 
and tough as a university course, and that he graduated to enter 
the game. We happen to know that about 8% of the population 
in real life go to college, and about 3% graduate, so he must 
have ‘rolled’ a P(%) of 97 for his education (100-3), which gives 
him education 11. 

The last characteristic is social standing; we decide arbitrarily 
that a chap whose family run an entire city must have at least 
10 for this. So his UPP is 8B5BBA. 

The closest thing to Contact Xenology for a 7ravel/er Merchant 
would be Streetwise skill. Ignoring penalties for that atrocious 
empathy, Palmerston has an 84% chance of success. To succeed 
in Spacequest he rolls under this on 1d100; to succeed in Trav- 
eller he'll roll some number or higher on 2d6. Streetwise adds 
+1 per level to a base 8+ for success. 

An 84% chance of success means a (100 - 84) = 16% chance 
of failure. So on 2d6, if he rolls 4 or less (from Table 1, P(%) 
for 4 is 16.67) he fails. Therefore on a 5+ he succeeds. Therefore 
his skill level is (8 - 5) = 3. So Contact Xenology 84% has be- 
come Streetwise-3. 

Astrogation covers Pilot and Navigation, so we will assign 
equal levels in each, each half the spacer bonus since Astrogation 
is a skill either known or not known, with no stated bonus. The 
spacer bonus is +3; since Palmerston is established from earlier 
play as a character who is a better pilot than navigator, we give 
him Pilot-2 and Navigation-1, rather than Pilot-1% and Navig-1%. 

We finally decree that Hand Blaster-3 is equivalent to Auto 
Pistol-3. 


3. AD&D to C&S 
Let us consider the D&D fighter Axe, who has 18(100) strength, 


4 intelligence, 12 charisma, constitution 14, wisdom 7, and dex- 
terity 10. He is 8th level, and has acquired a set of +1 plate mail 
and a +3 axe, which he uses two-handed. We will need tables 2, 
2a, and 5. 

First, that amazing strength. This is the highest possible in one 
system, so it must be the highest possible in.the other: 20(20). 
The intelligence of 4 on 3d6 has a P(%) of 1.85, clearly a 1 on 
1d20 [5 or lower P(%)]. Wisdom 7 has a P(%) of 16.20, which 
translates to a 3 in C&S. This would reduce Axe’s intelligence, 
but it is already the lowest possible. Dexterity 10 is still a dex- 
terity 10, since it has a P(%) of 50.00 in both systems. Con- 
stitution 14 has a P(%) of 90.74, so it becomes an 18, easily 
enough to support a 20(20) strength. Charisma is diced in D&D, 
calculated in C&S; we assume that this is the equivalent of C&S 
appearance and bardic voice, so since a charisma of 12 has a P(%) 
of 74.07, we will allow Axe bardic voice and appearance both 
equal to 15. 

Since C&S is an environment of greater hostility than D&D, 
we'll allow him to keep his +1 plate and +3 axe. The plate will 
in any case be a mixed blessing as people will assume anyone in 
that much armour must be worth a fair ransom... 

Now to his level. An 8th level fighter requires a 4 on 1d20 
to hit an AC 10 opponent; from the standard Oth level 11 to 
hit, this is a bonus of (11 - 4) x 5% or 35%. From Axe’s new 
characteristics, we can determine his base PCF, which will give 
us his % bonus, and from the amount by which we had to in- 
crease his PCF we can deduce his level as a C&S fighting man. 
Another exercise for the interested student, 


4. Spacefarers to Traveller 

A fairly easy conversion; since skills are either known or not- 
known, we will translate each one as an equivalent level-1 skill. 
Combat ability covers strength, dexterity, and endurance; 
initiative covers dexterity and intelligence. Education and social 
standing are diced from scratch. 

Consider a character of combat ability 15 and initiative 12. 
15 on 3d6 has a P(%) of 95.37; this is 11 on 2d6, so we award 
our character 11 strength and endurance. 12 on 3d6 becomes 8 
on 2d6, so his intelligence becomes 8. Since dexterity is affected 
by both, we take the average figure of (15 + 12)/2 = 13.5, which 
rounds to 14; P(%) = 90.74 which is 10 on 2d6. 

The character is a Trained Soldier.and has Jet Pack skill. 
From the description of Trained Soldier, we see that a basic 
Traveller character already fills the specification due to his 
expertise-% in all weapons. The closest thing to Jet Pack skill in 
Traveller is probably Vacc Suit, since it subsumes the use of space- 
suit rocket packs. So the character is awarded Vacc Suit-1.8 
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STARBASE 


Starbase is a regular department. This issue, a short Traveller 
scenario. 


Are you tired of players treating your latest animal creation to a 
fusilade of gauss rifle shots without being asked the colour of 
its fur? Try this situation on ‘shoot first and ask questions later’ 
player characters. 

The world on which this situation takes place may be varied 
within the parameters given below: 

E class starport. Size 6+, atmosphere 4-9, hydrography 2-9, 
population 2-5, government 0-7, law level — any, tech level 0-5. 
Candidates within the Spinward Marches are: Kegena/Rhylanor, 
Leander/Trin’s Veil, 876-574/Five Sisters, Cunnonic/Darrian, 
Plaven/Cronor. 

The primary requirement is that the players should have no 
prior knowledge of the world in question, whether they arrive 
in their own ship or as passengers on a merchant. In the latter 
case the merchant crew should not know anything about the 
planet either, to prevent them being pumped for information 
by the players. Ther are a number of ways to arrange this (such 
as a misjump into the system) or it could be incorporated into 
an adventure such as Leviathan, where all worlds are unknown. 

The ship’s computer contains no data on the planet, but once 
in orbit, a small orbital tranponder station will issue a standard 
communications recording giving basic navigational directions 
for atmospheric entry and starport location and a statement to 
the effect that the starport is usually unmanned but the author- 
ities have been informed and someone will be at the port in time 
for touch down, There is also a brief statement that the intellig- 
ent population is mixed race — both human and native minor 
race, the Urthai. 

(Referee’s note — The station and landing system is automatic 
due to the world tech level, and very basic due to the compara- 
tive poverty of the world. Such a system would be inspected 
and maintained by an offworld contractor at intervals. No in- 
formation on the Urthai will be found in the ship's computer). 

After a routine re-entry, the ship touches down at the star- 
port. The landing system switches itself off, and no further 
communications are heard. Actually the term ‘starport’ is a 
grandiose name for the scene from the viewport — the landing 
ground and blast walls are scorched, compacted earth and the 
few buildings are dilapidated structures of native wood. Thick 
jungle surrounds the place. Everything is very quiet — no one 
rushes out to meet the ship. Obviously, some exploration is nec- 
essary, so the players form a ground party to investigate. 

(Referee’s note — |f the ship [or ship’s boat] has a merchant 
crew, the referee needs to do a bit of arranging to make sure it 
is the players that stumble on the melee described below, either 
by dividing the area to be searched between merchants and 
players so that the players search the warehouses, or by moving 
the location of the melee). 


The Starport (see accompanying plan) — Making their way 
through the access baffle, the party’s view across to the ware- 
houses confirms the impression of neglect, with heaps of junk, 
weeds and peeling paintwork. Worn areas show the place is still 
used, but obviously no one gives a damn about the appearance. 
Rounding the last corner of the baffle, tucked under the blast- 
wall’s lee — and thus hidden from the ship’s view — is a battered 
jeep type ground car, its engine still clicking as it cools. Obviously 
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someone did arrive not too long ago, but why no sign of them 
now? 


The Investigation — Using the plan and the building descriptions, 
the referee should moderate the players’ search for the occ- 
upant(s) of the jeep. Nothing of any significance occurs until 
they approach warehouse D. The unlocked door and slight 
sounds of movement within should alert them to suppose they 
have made a discovery and so the situation reaches its critical 
moment. 


The Melee — As the players approach the western half of ware- 
house D, they notice that the large door is closed but not pad- 
locked as all the others are. If the players are quiet they will 
hear slight sounds of movement within. If the players now slide 
the door open, the following scene greets them: 

The place is a shambles. Crates and boxes are strewn around, 
and many split open — their contents (foodstuffs, clothing, 
leatherware, pottery and so on) scattered over'the floor. The 
adventurers might have time to notice that the skylight is 
smashed, and they will certainly see at their feet just inside the 
door an automatic pistol which appears to have been kicked 
there from within. The padlock also lies on the floor here. The 
scene which holds their attention however is in the centre of the 
room. Two alien species appear to be in the final stages of a 
fight to the death — both are obviously seriously wounded. On 
the floor a roughly man sized (about 50 kg) being with feline 
features and orange, black and green striped fur that wears what 
appears to be a leather bandolier over one shoulder, is des- 
perately scrabbling backwards away from the other creature, 
which has dull grey and brown scales glistening here and there 
with blood. It sways drunkenly and attempts to reach a position 
where it can fall on the other to administer the fatal blow. 

(Referee’s note — the true situation is as follows. The feline 
is a carnivore/chaser and not intelligent. Two days ago it entered 
the starport via a tree overhanging the starport fence and since 
then has wandered around trying to a) find food and b) get out. 
Attracted to the warehouse, by the scent of the foodstuffs in- 
side, and finding no way in at ground level, it climbed to the 
roof and accidentally fell through the skylight. Most of the mess 
has been caused by its efforts to get at the food — in the process 
entangling itself with a smashed crate of leather belts and 
bandoliers. 

The reptillian is of course a male Urthai. Having arrived to 
meet the ship and making a routine check of the port buildings, 
he too heard noises within. Returning to the jeep, he retrieved 
an auto pistol from the glove box, then went and opened the 
warehouse padlock. Once inside he slid the door closed again 
(to prevent whatever was inside from escaping) and moved in. 
At this point the feline pounced, knocking the auto pistol from 
the Urthai’s grasp, and since this time the two have stalked and 
fought each other until at last the Urthai is gaining the upper 
hand). 

What happens subsequently in the situation depends on the 
player’s actions. If they are trigger-happy (as when | refereed 
this situation) they will promptly shoot the Urthai in the belief 
that the feline chaser is the native. When a group of armed inhab- 
itants — mixed humans and Urthai — come to investigate the 
gunfire (the settlement is only a mile or so away), the referee can 
take his revenge, and throw the lot of them into prison for man- 
slaughter, or rather, Urthaislaughter. 
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The referee should elaborate on these basic descriptions as re- 
quired. 


A. Port Office. 1) Public Room, serves the function of a 
ticket office, waiting room and immigration control. A few 
lounge chairs, an old solid fuel pot boiler, and some out of 
date notices and a magazine rack. 2) Staff Office, with desks, 
filing racks and a good deal of disorganised paperwork. In 
one corner is a small kitchenette unit. 3) Convenience with 
two units — one of human and one of alien design. 
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B. Store. Single room with maintenance and cleaning 
equipment. Most of this is of obsolete design. Some ground 
car spares and a supply of gasoline (for ground cars) in jerry 
cans. 


C/D Warehouses. Identical structures each with a central 
partition. The SE half of warehouse C has a more soph- 
isticated lock than the others, and if the players break in 
they will find that it is leased to the landing system mainten- 
ance contractors and contains parts and repair machinery and 
electronics of tech level 11-12. The other warehouse areas 
contain stacks of crates, barrels, sacks and other containers 
of low-tech goods. There are large skylights in the roof, 
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OPEN BOX 
/n Open Box, Science Fiction and Fantasy 


games and rulebooks currently in the shops 
are reviewed by independent authorities. 


iend Folio 


TSR Hobbies Inc. £8.50 


This is the latest offering from 7SA, the 
fifth weighty tome in the AD&D range. 
It is essentially a second Monster Manual 
with the intention of ‘extending the range 
of creatures available for AD&D and to 
collect all the newcomers in one volume 
for easy reference’, which it certainly 
does, covering over 150 new ‘things’. 

The Fiend Folio format is identical to 
that of the MM, clearly and succinctly 
defining the various specifications and 
abilities of the monsters. Similarly, it 
is excellently presented, in a nicely illus- 
trated, durable, hardback cover, and a 
well produced interior, with its contents 
accompanied by high quality drawings. 
In fact, it’s better than the MM in this 
respect. 

The main difference is that the MM 
was solely a 7SR/USA product whilst the 
bulk of FF monsters come from British 
contributors, who are all acknowledged in 
the index. Indeed, many of the contents 
come from White Dwarf’s Fiend Factory 
files, about a fifth of which have already 
cropped up in White Dwarf as far back as 
Issue 2. The illustrations are mostly Brit- 
ish, some of which have also appeared in 
WD, 

Certain niches and corners of the MM 
are filled out by the Fiend Folio, \ike 
the giant bat, which seems an obvious 
choice for D&D, the death dog (rumoured 
to be a descendant of Cerberus), the 
demon queen of spiders (which often 
appears in fantasy literature), a new devil, 
the elemental princes of evil, and the 
Drow, who figure prominently in a num- 
ber of TSR dungeon modules. 

The FF contains a very good selection 
of original ideas, sometimes revolting, like 
the penanggallon, a strictly feminine vam- 
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pire, trailing steaming and vile smelling 
viscera as its head hunts for victims at 
night. Some are especially inspiring, like 
the caterwaul, such an agile and vicious 
predator that it can attack several times a 
round and avoid almost everything players 
will try to hit it with; the death knight, 
a kind of evil’ paladin; the revenant, re- 
turning from the dead through will power 
alone to wreak revenge on its slayer, and 
skeleton warriors, beings similar to 
Tolkein’s ringwraiths. 

Also included in the Fiend Folio are 
random encounter tables for dungeons, 
outdoors and the Astra/ and Ethereal 
Planes. These combine MM and FF crea- 
tures to give new encounter tables super- 
seding those in the DMG, but to be used 
in the same way. Thus the Fiend Folio 
slips nicely into place as aMonster Manual 
extension. 

For those DMs and players who are 
jaded with the usual AD&D monsters this 
is a must for new, easy reference material. 
For those who don’t possess the MM, the 
FF often refers you to this work but, 
whilst advantageous, it is not essential to 
own it. 


Overall: 8 Jamie Thomson 


ICBM 
Mayfair Games Inc — £3.95 


ICBM is an educational but dangerous 
game, It is easy to play; the rules are laid 
out precisely and clearly, and it only needs 
a single read-through to master. Perhaps 
as a result it is rather simplistic: all you 
do is activate the missiles, direct them to- 
wards their targets, take potshots at enemy 
missiles with your ABMs, and watch the 
pretty fireworks. After the first couple of 
rounds it becomes merely routine, al- 
though the game isn’t long enough to be- 
come boring. The most fun is setting up 
the missile bases before the game proper 
starts. In fact, there are really only four 
important things to think about: placing 
of missile-bases, order of activation, 
placing of ABMs, and allocation of ABM 
rounds. Most of this takes place before 
the playing really starts; after that the 
rules more or less take over, as if the play- 


ers were just helping the game to play 
itself. 

More interesting than the game itself 
are its implications. In one game the US 
player won a ‘decisive victory’ — even 
though a// of his cities had been wiped 
out several times over! This is the educat- 
ional side — it shows just how devastating 
nuclear war would be (as if we don’t al- 
ready know!) As for the game playing it- 
self, with players as spectators — perhaps 
that’s not so far off the truth, either. 

But the game has political overtones, 
too — and these are the dangerous part. 
An American game aimed at Americans, 
it tends to suggest that the nuclear force 
of the US is not strong enough. One tends 
to feel that the game is weighted in favour 
of the USSR: for example, the Russians 
have more missiles, some of which have 
greater range and power than those of the 
US. An optional rule allows the Russians 
to activate fourteen missiles in the first 
round to the US's twelve; the USSR 
always has the edge on the number of 
missiles that can be activated. Another 
optional rule — which the designers admit 
has not been playtested — gives the USSR 
twenty ABM rounds to start with, while 
the US receives only two; as if this isn’t 
enough, the USSR also gets to start. 

This may or may not be realistic. As a 
game it is unsatisfactory: claiming victory 
is academic when your country has been 
wiped out. And for US buyers it may well 
have the effect of endorsing Reagan's arms 
build-up, encouraging players unknowing- 
ly to support escalation. 
Overall: 4 


THE LEY SECTOR 
Judges Guild — £3.50 


Michael Polling 


The Ley Sector is an area of space in the 
Traveller universe to trailing of the Imperial 
core. 

The package consists of a 32 page guide- 
book, and a 25 x 18” map of the sector 
as a whole; this can prove useful during a 
game, as flicking through endless pages of 
subsectors is frustrating when you’re try- 
ing to find the nearest Jump route from 
Kzimus to Famarine in a hurry! The map 
defines spatial boundaries, Jump routes, 
and X-boat routes. One thing missing 
from the map is the names of the worlds 
in question; you have to go back to the 
guide book to find out what the name of 
the planet you've misjumped to is. The 
large star map is useful but requires in- 
timate knowledge of the area, or at least 
Streetwise-5 to find your way around. 

The reverse of the map pictures eight 
geodesic maps of key planets in the sector, 
one error | noticed here was that the tech 
level was missing from the characteristic 
strings printed underneath. A paragraph 
of information is also given for each planet. 

The guidebook contains details of the 
16 subsectors and their world character- 
istics, and also historical library data. 
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The rest of the book is made up of 
rather bland encounter tables which 
stretch a little too thinly over 411 worlds! 
They would be suitable for one world at 
the most. 

The Ley Sector is useful to those 
people wishing to expand the known 
Imperium, but the standard of Judges 
Guild has dropped despite less typos. 
Overall: 6 T D Graver 


MAROONED/MAROONED ALONE 
(Traveller Double Adventure 4) 
Game Designers’ Workshop -- £2.50 
LIBRARY DATA (A-M) 

(Traveller Supplement 8) 

Game Designers’ Workshop — £1.95 


Two further booklets have recently been 
released for the 7rave/ler game system. 
Both are 48 pages long in the standard A5 
Traveller format. Neither is a wholly new 
departure in 7rave//er play aids — both 
continue existing series of material for 
referees and players (Supp/ement 8) and 
for referees only (Double Adventure 4). 
Marooned/Marooned Alone deals with 
the attempt to reach civilization after 
landing a crippled lifeboat in the midst of 
a vast wilderness area. This basic plot is 
complicated by a number of other con- 
siderations, which also suggest directions 
in which the situation may be developed 
further. | should make it quite clear that 
this is not a double adventure in the usual 
sense, with two distinct situations. The 
‘double’ part of the title refers to two 
different methods of using the same mat- 
erial with a party of adventurers in one 
form and a solitary player-character in 
the other. 

The main innovation is — at last — the 
inclusion of rules and relevantexplanations 
for surface movement expressed in terms 
of the portion of a hex moved in a week 
(hexes in this case being 1043 kilometres 


across). If it were not for this system | 
could not recommend the booklet to ex- 
pert Traveller players, but this movement 
system is a rules addition that has long 
been required, and should have been in 
the basic rules set. The adventure is how- 
ever a good one for novice Trave//er play- 
ers and referees, and is one of the few 
capable of being played solitaire without 
advanced schizophrenia being necessary. 

Library Data (A-M) is cleared for play- 
ers as well as referees use; the material is 
deliberately chosen so as not to give away 
any information which might compromise 
the referees’ moderation of official GDW 
adventures. The avowed intention is to 
provide and promote a consistent under- 
standing of the official GDW Traveller 
campaign ethos. 

Information is in the form of both 
normal library data entries and a series of 
essays on specific subjects: the basis of the 
Imperium and its neighbours; the Solo- 
mani; Megacorporations; the Emperors 
List. A standard map of the Imperium is 
also included. Much of this material has 
appeared before in various 7rave//er pub- 
lications, though some of it ismew: | found 
the piece on Megacorporations of the 
Imperium to be most interesting. 

We are promised that Supp/ement 70 
will complete Library Data by providing 
entries for N-Z plus further essays: it is 
disappointing that the two could not have 
been issued simultaneously especially as 
some entries are cross-referenced to items 
in the second volume. Nevertheless, this 
is an important reference work for all 
Traveller players and referees who use the 
official Trave//er campaign as abackground 
for their adventures. 

As to the overall feelings on these 
booklets, | do not think they reach the 
high standard GDW themselves have set in 
earlier works. It may be that this is inevit- 
able as the volume of material grows. For 
less experienced TJrave//er players these 
booklets are of much more use — indeed 
Marooned/Marooned Alone would make 
an excellent first adventure purchase, and 
Library Data collects together material 
they probably do not have in another 
form. | have therefore provided two rat- 
ings to reflect these comments, 
Marooned/Marooned Alone 
Overall: Novice 10, Expert 9 
Library Data (A-M) 

Overall: Novice 9, Expert 7 
Bob McWilliams 
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UNDEAD 
Steve Jackson Games — £2.50 


This minigame is produced in a low cost 
format, and has a correspondingly low 
price tag. It comes packaged in a reseal- 
able polythene bag containing the rules, a 
thin card counter sheet and a large sheet 
of glossy paper which comprises the maps 
and ready reference sheet, In all not a 
particularly hard wearing game. 

It is based on the novel Dracula by 
Bram Stoker and represents the hunt for 
the Count through the London of the 
1890's by Professor van Helsing and his 
companions. Undead is very much a game 
of detection and deception rather than 
being combat orientated. Combat does, 
however, occur and the results are crucial 
to the outcome of the game, although 
the actual time spent resolving combat 
is small compared to the time taken up 
by the deadly game of hide and seek that 
goes on around them. 

This is really a game which needs an 
umpire and although a two player game is 
quite enjoyable it is definitely at its best 
with three or more players. When more 
than two players are involved one takes 
the role of the villainous Count, a second 
acts as GM and the remainder play the 
vampire hunters. The game uses an alter- 
native movement system which is admir- 
ably suited to its subject; the vampire and 
his minions moving by night and the hun- 
ters by day. The rules are well written 
and clearly explained with plenty of ex- 
amples illustrating the method of play. 
The combat system is very simple, fast 
and flowing, but for some reason uses a 
square, rather than the more usual rect- 
angular grid to regulate movement. 

The quality of the artwork is good — 


_ the map of London, circa 1890, being 
‘particularly attractive and the counters 


are clearly and brightly printed. 

On the whole this is quite an enjoyable 
game, probably best played with a num- 
ber of people and also quite good value 
for money. Its main drawbacks are that 
play can seem a little slow at times and 
certain aspects of the rules require a lot 
of imaginative creation on the part of the 
GM (although this does not affect play- 
ability). 


Overall: 8 Rob Hugget 
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CHARACTER CONJURING 


WAR SMITHS 


by Roger E Moore 


A subclass of the fighter, with special manufacturing and spell 
capabilities. 


War smiths are the makers of armour, shields, and weapons of 
war, as well as locks, tools, and other useful items. They worship 
the gods who oversee inventiveness and craftsmanship, and hold 
holy the creative power of fire as represented by the forge. The 
hammer is their symbol of power and skill; it is used as a holy 
symbol and material component in many of their spells, and is 
used with great effectiveness on the battlefield. 

Only humans, dwarves, and gnomes may become war smiths. 
Dwarves may progress to 9th level and gnomes to 6th level pro- 
viding they have strengths of 18; dwarves with strengths of 17+ 
may go to 8th level, and dwarves and gnomes of lesser strengths 
can achieve a maximum. of 7th and 5th level, respectively. 
Humans may progress without limit. This class cannot be mixed 
with any other character class by non-humans, but dwarf and 
gnome war smith/clerics can, at the DM’s option, be used as 
player characters. Humans can, however, start as war smiths and 
later switch to a second class (excluding the fighter class and sub- 
classes) or switch to the war smith class from an initial non-fighter 
class. Most often humans will combine the war smith class with 
the magic-user or clerical classes, in order to manufacture their 
own magical items. 

Those desiring to become war smiths must have a strength 
and constitution of 14+, wisdom of 12+, and an intelligence and 
dexterity of 9+. If strength, wisdom, and constitution scores 
equal or exceed 16, that character gains a +10% bonus on earned 
experience. War smiths are usually Neutral, but may be Neutral 
Good, Neutral Evil, Lawful Neutral, or Chaotic Neutral. War 
smiths gain constitution bonuses as per the fighter class. 


Skills and Abilities 

War smiths are highly skilled metal-workers, familiar with leather- 
working, carpentry, and tailoring. This background makes the 
war smith exceptionally competent at smithy-work, armour-craft, 
and weapon making. Given the proper tools, work facilities, and 
a minimum amount of aid from one or two unskilled assistants, 
a war smith can make any type of armour, shields, or helmets in 
the times noted on p29 in the Dungeon Masters Guide. Dwarven 
war smiths are able to make any of the listed armours twice as 
fast as humans, and gnomish war smiths are one and a half times 
as fast as humans. 

Weapons are created by war smiths at the rates listed on p30 
and p34 of the Dungeon Masters Guide, provided the proper 
materials, tools, and work areas are available. No other assistance 
is needed in weapon-making. War smiths make scabbards and 
sheaths at the same time they make weapons. Dwarves make 
listed weapons in one-third of the time a human can and gnomes 
make them in half the time a human can (the manufacturing 
times listed in the DMG are all human times). 


As war smiths increase in levels, the quality of their manu- 
factured items increases as well. From 6th level onwards, they 
can make items capable of magical enchantment, taking twice as 
long to do so. At-10th level, a war smith may manufacture items 
of such quality that armour and shields work like +1 armour 
and +1 shields in all respects, and weapons become +1 to hit and 
damage. To make these items, the war smith must take five times 
as long as normal, and must use iron and steel of the highest 
grade. Notice that a +1 sword created in this way would still not 
harm lycanthropes or gargoyles, as it is not magical. At 15th 
level and above, war smiths can manufacture non-magical armour, 
shields, and weapons of +2 quality, though this takes ten times 
as long as normal to do. 

From the 2nd level onward, war smiths are able to manu- 
facture locks of various sorts. D4+1 days are normally required 
to make a lock, depending upon complexity and purpose. A 
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lock may be constructed as part of a door, wall, window, or 
chest, or as a separate item. Extra time may be spent working 
on a lock, making it harder to be picked without the proper key. 
For each level over the 2nd, a war smith may work an extra day 
in this manner on a lock, Each day of extra labour subtracts 5% 
from the chance to pick that lock. Magical spells and items that 
open locks (like Knock and the Chime of Opening) will function 
in any case as the lock is not magically protected. For example, 
a 5th level war smith decides to fashion a new lock for his 
strongbox. This work would normally take (here the d4+1 is 
generated) 2 days, but he doesn’t like thieves so he spends 3 
days more to further refine and complicate the locking mech- 
anism. This produces a -15% penalty on a thief’s lockpicking 
ability. War smiths themselves, from their familiarity with lock- 
making, can pick locks from the 2nd level up as a thief one level 
below them in ability. This ability is also subject to penalties for 
locks made by other war smiths. All appropriate racial and dex- 
terity bonuses for picking locks as outlined in the Players Hand- 
book apply to war smiths. 

War smiths of the 5th level and above have a chance of ident- 
ifying magical armour, shields, and weapons. This identification 
process takes 6-36 turns (1-6 hours) of uninterrupted study per 
item. At 5th level there is a 5% chance of correctly identifying a 
magical item; this chance improves 5% per level thereafter until 
95% accuracy (at 23rd level) is reached. Note that this score 
must be rolled by the DM, and if the war smith fails to correctly 
identify an item, assume a 20% chance of falsely identifying an 
item, and an 80% chance of coming to no conclusion about the 
item at all. Only one attempt may be made to identify an item. 
Magical scrolls, rings, potions, wands, staves, rods, artifacts, and 
miscellaneous magic items cannot be identified by war smiths. 


Weapons, Combat and Armour 

War smiths are initially proficient with two weapons. Though 
they are able to use any sort of weapon, one of the weapons 
learned at 1st level must be a warhammer. An additional weapon 
is gained with every three levels of experience (at the 4th, 7th, 
10th, etc). The non-proficiency penalty for using a weapon is 
-2 to hit. They attack and save using the fighter’s tables. Oil may 
be used as a weapon, but only evil war smiths will use poison. 

Because they use it so frequently in metalworking, war 
smiths gain a +1 bonus to hit with the warhammer for every 
four levels of experience they have; 1st through 4th levels have 
a +1 bonus to hit, 5th through 8th levels have a +2, and so on. 

From the 1st to 7th levels, war smiths attack once per round, 
War smiths of 8th through 14th levels attack three times every 
two rounds, and from the 15th level up may attack twice per 
round. These attacks apply only to thrusting or striking weapons. 
Against opponents with less than one hit dice, they attack once 
per round per level of experieince they have. 

Armour and shields are used as per fighters. However, a war 
smith may only cast spells while wearing leather armour or none 
at all but certain spells will improve armour class. 

War smiths may use magical items as per fighters. 

Deities 

A war smith’s deity may be at most one alignment step removed 
from the war smith; for example, a Lawful Neutral war smith 
could worship a Lawful Good, Lawful Evil, Lawful Neutral, or 
Neutral deity only. Should there be a change of alignment, he 
or she becomes a normal fighter in all respects, though with a 
war smith’s hit dice if the change occured after the 4th level. A 
return to war smith status is possible if the new alignment allows, 
or if the former alignment is achieved again, but a quest and a 
considerable sacrifice will be involved. 


Spells 

War smiths are able to cast spells that they receive from daily 
prayer to their deities as a cleric would. War smiths receive their 
first spells at 5th level and gain more and more powerful spells 
at higher levels. Bonuses in the form of extra spells are given to 
war smiths with exceptional wisdom, as per the Players Hand- 
book, p11. 


War smiths may be allowed to research and develop new spells, 
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but all should be similar in philosophy to those listed and be of 
reasonable power. No spells higher than 5th level may be learned 
or developed. 


SPELL TABLE 3rd Level 
Armour I/1 

1st Level Firehammer 
Affect normal fires (M) Flameblade 
Armour | Protection from fire (D)* 
Cure burns 
Detect magic (D)* 4th Level 
Protection from normal fire Armour IV 


Fire charm (M)* 


2nd Level Produce fire (D)* 
Armour |/ 

Flame arrow (M)* 5th Level 

Heat metal (D)* Armour extension 


Produce flame (D)* Flame strike (C)* 

Resist fire (C)* Wall of fire (D)* 

Spells similar to those in the Players Handbook are followed by 
a letter; (C) is clerical, (D)} is druidic, and (M) is magic-user. 
Those spells marked by an asterisk (*) have been altered so that 
only the war smith’s hammer need by used as a material com- 
ponent which will not be destroyed in casting the spells. 


Armour | (Alteration) 

Range: Touch Components: V, S 

Duration: 3 turns/level Casting Time: 7 round 

Area of Effect: Person touched Saving Throw: None 

This spell confers AC6 on the recipient. This will not work in 
conjunction with the wearing of any armour other than padded 
or leather, or magical armour of any sort, including leather. 
However, rings of protection and the like (excluding bracers of 
defense) and dexterity bonuses will function. 

Cure Burns (Necromantic) 

Range: Touch Components: V, S, M 
Duration: Permanent Casting Time: 4 segments 

Area of Effect: Person touched Saving Throw: None 

This spell is similar to the clerical spell cure /ight wounds, but 
will only cure wounds caused by fire, steam, or high temper- 
atures. Wounds made by fire based magic may be cured. Cure 
burns restores 1-8 hit points. This spell cannot be reversed. For 
each level above the 1st, one extra point of damage may be 
cured; thus at 8th level, a war smith may cure 1d8+7 points of 
burn injuries with this spell. 

Protection from Normal Fire (Abjuration) 

Range: Touch Components: V, S, M 
Duration: 7 turn +7 turn/leve! Casting Time: 3 segments 

Area of Effect: Person touched Saving Throw: None 

The recipient will be able to work comfortably in temperatures 
up to the boiling point of water, and if exposed to open flame 
will take only one point of damage per round if the flame does 
less than or equal to 6 points per round, Half damage will be 
taken from exposure to hotter fires. This spell affords no pro- 
tection from magical fires. 

Armour II (Alteration) 

As armour / in all respects, except that it protects as AC4. 
Armour III (Alteration) 


As armour / in all respects, except that it protects as AC2. 
Armour 1V (Alteration) 


As armour / in all respects, except that it protects as ACO. 
Firehammer (Conjuration/Summoning) 
Range: Touch Components: V, S, M 
Duration: 4-70 rounds, +7 Casting Time: 4 segments 
round/level (or less) : 
Area of Effect: Hammer touched Saving Throw: None 
When cast upon a hammer, flames will radiate in a 3-6" diameter 
from the hammerhead, giving off light equal to a clerical /ight 
spell. The wielder of the hammer, who must have been holding 
the hammer at the moment it was touched by the spell-caster 
will not,be affected by the flames and his/her possessions carried 
at the time, will similarly be immune. The hammer will do an 
extra 1-4 points of fire damage in combat and gains a bonus of 
+1 to hit, in addition to any magical plusses the hammer may 


have. The hammer may be thrown but will lose the firehammer 

enchantment one round after leaving the user’s hand. Magical or 

normal hammers will not be harmed in any way by this spell. 

Flameblade (Conjuration/Summoning) 

Range: Touch Components: V, S, M 

Duration: 2-5 rounds, +1 Casting Time: 4 segments 
round/level 

Area of Effect: Weapon touched Saving Throw: None 

This spell confers the bonuses to hit and damage as a F/ame- 

tongue sword possesses, upon a non-magical sword, scimitar, 

or dagger. The weapon will not be harmed by use of this spell. 

The weapon will shed light equal to a normal torch. 

Armour Extension (Alteration) 

Range: 0 Components: V, S,M 

Duration: Special Casting Time: 4 segments 

Area of Effect: Special Saving Throw: None 

This spell, when cast immediately after one of the armour spells, 

will double the duration of that spell if it was applied to the war 


smith only. 
SPELLS USABLE BY CLASS AND LEVEL 
Spell Level 
War smith Level 12 °3 4 5 
5 Ae oe 13 fA 2 i gca 
6 Boe Se = 14 4°43 3 
7 2 4 as. 15 4433 1 
8 2 eas (=. = 16 44° 4:3 '2 
9 22) 4 = = 17 4444 3 
10 Si 4 = 18 54444 
11 Sa 25 4 19 55544 
12 4°53) 2: 1 20* 55555 


* Maximum spell ability level. 


WAR SMITHS (FIGHTER) TABLE 


Experience Level Hit Dice Title 
0-2250 1 1d10 Blacksmith 
2251-4500 2 2d10 Locksmith 
4501-9000 3 3d10 lronworker 
9001-18000 4 4d10 Toolmaster 
18001-36000 5 4d10+1d8 Flamemaster 
36001-75000 6 4d10+2d8 Craftsman 
75001-150000 7 4d10+3d8 Forger 
150001-300000 8 4d10+4d8 Deviser 
30000 1-600000 9 4d10+5d8 Artificer 
600001-900000 10 4d10+6d8 War Smith 
900001-1200000 11 4d10+6d8+2 War Smith 
(11th level) 
1200001-1500000 12 4d10+6d8+4 War Smith 
(12th level) 


300000 experience points per level thereafter. War smiths gain 
2HP per level after the 10th. 


Henchmen and Hirelings 

Hirelings may be taken on by a war smith of any level, though 
they will not hire armourers, smiths, weapon-makers, and the 
like. Henchmen may be taken on at any level, with the exclusion 
of assassins, bards, and monks. Other war smiths may be taken 
on as henchmen, and may assist in the making of weapons and 
armour. War smiths do not nortually establish castles preferring 
to take service at existing castles, unless adventuring. | 
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SPECIFIC AREA TABLES 


ARM HIT SPECIFIC AREA TABLE 


Although designed for Traveller, this system could be converted to any other RPG. 
Whenever any character is wounded, it is advantageous to discover the location of the 

wound, so that any special effects (eg blindness, broken bones, etc) can be determined 

and to increase the role-playing atmosphere. (Note: only the damage multiplier need | | [M¥,;ction covers port arms apd the shoulders. If #6 is rolled 

be determined for non-player characters.) Die 


Roll Specific Area 
GENERAL AREAS OF WOUNDING 


1. Hand: A broken hand and/or wrist is possible, both level 3 
: : , : - broken bones, The chances of a broken hand are: Weapon 
To find the general area where wounding occurs, roll two six-sided dice: 


type 1=87%; 2=91%; 3=34%; 4=20%; 5=87%; 6=16%; 
7=03%; 8=21%; 9=12%; 10=98%. If the hand is not broken 
then there is a chance of the wrist breaking; if that number 


Die Special Notes: . : is followed by another then that is the chance of the wrist 
Roll Location A: \f the victim is unable to retaliate and breaking in addition to the hand. The chances are: Weapon 
- type 1=86%/02%; 2=91%/03%; 3=21%/34%; 4=58%/1 15; 

2 — Left Arm the attacker is at Close or Short range, he 5=92%/09%; 6=42%/ 12%; 7=05%/01%; 8=75%/16%; 9= 12%: 

A 10=98%/67%. 

3 sme Left Leg may choose exactly (on this and any sub- Forearm: The chances of a broken forearm, a level 4 broken 

a7 bone, are: Weapon type 1=75%; 2=86%; 3=21%; 4=54%; 

4 Head sequent table) where the wound occurs, patie dies ROA Oke SR Oe 

5 — Chest but he may not affect any die roll for Elbow: The chances of a broken elbow, a level 4 broken 

bone, are: Weapon type 1=94%; 2=97%; 3=42%; 4=89%; 

6 — Lower Torso ae P 5=96%; G=62%; 7=05%; 8-B6%; -32%; 10-09%, 

= . iri i issi Upper arm: The chances of a broken bone, level 5, are: 

7 Chest B: Any person firing, or throwing, a missi le + nated dite Racal aggi god 

8 — Lower Torso weapon may elect to aim. A DM of -3 is 6=21%; 7=01%; 8=23%; 9=09%; 10-84%, 

9 — Chest imposed to hit. If a hit is scored, then the Gicen Lene oer Wenn tine tobe aeaes Sere 
10 — Right Leg general area (only) may be chosen. The 4-68%; 5=76%; 676%; 7=0%; B=53%; 921%; 10-93%, 
11 — Left Leg choice should be stated before the dice Hey rd hit on Sari causes = chery be carried in that 

° and to dropped, Any hit on the arm which breaks a bone 
12 — Right Arm are thrown. renders the whole arm below that point useless until healed, and 


there is a chance of the arm being amputated at that point (See 
additional damage.). 


WEAPON TYPES 
In addition to doing different amounts of damage, weapons also do different types of 


damage. There are ten basic weapon types: 


Arm Damage Multiplier Table 
Specific Area Hit 
Weapon 
Type Hand 1 Forearm2 Elbow 3 Upperarm 4 Shoulder 5 


1: Bullet: Weapons which propel a metal bullet at high velocity and cause damage on 
impact by kinetic energy. Mainly low tech guns. 

2: Energy: Weapons which fire either high energy bolts or project beams of super- 
heated hydrogen (plasma). Both cause thermal and kinetic energy damage. 

3: Pellet: Weapons which fire a large number of small (3mm or less) projectiles causing 
a number of small wounds instead of one large one. The pellets are usually metal. 

4: Blade: These are flat-bladed cutting weapons with at least one sharp edge including 
some throwing weapons, eg boomerang. They are not always made out of metal, 
eg pottery, plastic, even a blade of super-heated plasma. 

5: Thrusting: Pointed weapons used to pierce the skin, sometimes mounted on poles or 
even fired. They have a hardened point. 

6: Blunt: Melee weapons which do not pierce the skin but cause damage with a clubbing 
action, eg cudgels, clubs, crowbars, etc. 

7: Hands: The hands of a Homo Sapiens, his basic fighting equipment since time im- 
memorial. Not only includes the hands, but all parts of the body used for attack. 

8: Teeth: The jaws of a wild animal used with a biting action. 

9: Claws: The claws of a wild animal, used with a slashing action. 

10: Explosives: Missile weapons which explode, either on impact or on a time fuse. 


x 1% 
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Additional Damage Table for Arms Only 
On the additional damage table if the percentage number or less 
is rolled then anything below that point of the arm is amputated, 
An additional 2d6 points of damage are taken immediately, 
with 146 per hour being taken for another 1d6 hours. DMs: per 
level of Medic skill — 3. If hospital is reached bleeding ceases, 


Specific Area Hit 
Weapon 
Type Hand 1 Forearm 2 Elbow 3 Upper arm 4 Shoulder 5 

01% 1 01% 
39% 27% 
12% 07% 
79% 69% 
63% 58% 


43% 
05% 
96% 
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Some weapons qualify for two or possibly more types, eg a dagger is both Blade and 


Thrusting. Here is a listing of all weapons featured in Books 1 & 4 along with their type(s): I En REST TENT A 


This section covers both legs, up to but not including the hip 


Weapon Type Weapon Type Weapon Type Weapon Type 
Accelerator Rifle 1. Carbine 1. Laser Carbine 2 RAMGrenHEAP 10 Specific Area 
Adv. Cbt. Rifle: Claws 9 Laser Rifle 2 RAMGrenFL 3 Hopt A SON SOR BOI Toes rete i aoeee 
DS 1 Club 6 LAG DS 1 Revolver 1 chances of a broken foot are: Weapon type 1=87%; 2=00%: 
HE 10 Cudgel 6 LAGFL 3 Rifle 1 TOsGHRK. If the foot dosm’y break thon there ba Ghenos 
Assault Rifle 1 Cutlass 4 LAGHE 10 Shotgun 3 regan nn dacaic lg taro a octane coro 
Auto Pistol 1 Dagger 4/5 LMG 1 Snub Pistol 1/10 addition to the foot breaking, The chances are: Weapon 
as ee fee 2 Se nd||, eee. 
uto Cannon tinger hin: The ct sacs vhs = en lower eg one, a eve ; 
Auto Rifle 1 Gauss Rifle 1 PGMP 14 2 Sub-mach.Gun 1 4-80"; Beas: BeAO%e 700%, BE; 9-32; 10-00%. 
Bayonet 5/9 Halberd 4/5 Pike: Swo rd 4/5 out The flesh of the lower leg has been hit — no additional 
Blade 4/5 Hands 7 (1st Attack) 4/5 Teeth S Knees The premio of a broken kneecap, a level 7 broken 
Body Pistol 1 Hooves 6 (2nd Att.) 5 Thrasher 6 bone, are: Weapon type 1=98%; 2=97%; 3=38%; 4=65%; 
Broadsword 4 Horns 5 RAMGrenHE 10 VRFGaussGun 1 Caoet hig: A took veoand No vidbinomat damage wobistoe 
Ni Pi Upper leg: A bone wound. The chances of a level 8 broken 
otes: bone are: Weapon type 1=79%; 2=86%; 3=48%; 4=40%; 


A: Where two or three types are separated by a slash, either the referee determines 5=85%; 6=05%; 7=01%; 8=47%; I= 12%; 10-90%. 


which is used or the attacker may choose before the general area is determined. 
B: Types 3 & 10 and those of type 1 which fire multiple-round bursts cause 1—3 hits 
on the specific area charts. 


Note: Any hit on the leg that breaks a bone or does 10+ points 
of damage knocks the victim to the ground, 


Leg Damage Multiplier Table 
Specific Area Hit 
Weapon ULeg ULeg 
Type Foot! Shin2 as Knee 4 Flesh 5 Bone6é 
= = x% = 
- x% 
x% 


SPECIFIC AREAS AND WOUNDING 

Once the general area has been determined, the specific area must be located. (They are 
listed under the same headings as the general areas.) The procedure is: 

7: Throw 1d6 on the specific area table for the general area hit; 

2: Adjust any wounding accordingly by cross-referencing weapon type and specific area 
on the damage multiplier table. 

3: See if any additional damage occurs (eg broken bone) by using area and weapon type. 


xh 
x% 
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— TARGET 


A Critical Hit System for 7rave//er by Steve Cook 


HEAD HIT SPECIFIC AREA TABLE 


This includes everything from the shoulders upwards 


Die 
Roll 
1 


2 


Specific Area 
Eye(s); Rall 1dG: 1-3=left eye; 4-G=right eye. Blindness 
might result — roll on additional damage table. 
Mouth; The percentage chance of breaking the jaw, a level 
5 broken bone, is: Weapon type 1=40%; 2=48%; 3=10%; 
4=24%; 5=34%; 6=16%; 7=02%; 814%; 9=18%; 10=65%. 
|f the jaw is broken roll again on the additional damage 
table to see if speech is impeded. 
Neck: A neck wound causes an extra 2d6 points of damage 
each round for 1d6 rounds, Modifiers per level of medic skill 
present are -2 on time; 3 on damage, Every 3 levels of 
Survival skill count as one level of Medic skill, The chance 
of a broken neck, a level 10 broken bone, are: Weapon type 
1=20%; 2=30%; 3=10%; 4=60%; 5=20%; 622%; 7=05%; 
8=08%; 9°03%; 10=45%. 
Ears: Roll again on the additional damage table for the 
chance of loss of hearing. The chances of a broken skull, a 
level 10 broken bone, are: Weapon type 1=20%; 2=35%; 
3"10%; 4=60%; 5=20%; 6=40%; 7=02%; 8=08%; 9=03%; 
10=45%. 
Nose; The chances of a broken nose, a level 2 broken bone, 
are: Weapon type 1=69%; 2=74%; 3=18%; 4=38%; 585% 
6=45%; 7=15%; B=12%; G=20%; 10"90%, If the nose is 
broken roll again on the additional damage table for the 
chance of losing the sense of smell 
General: The only extra damage possible is a broken skull, 
a level 10 broken bone, are: Weapon type 1=50%; 2=65%; 
310%; 4%34%; 5=30%; 6=50%; 7=01%; B=12%; 9=09%; 
10=68%, 


Notes. 
7; Any hit on the head will stun the victim for 1 combat round, 


and 


if it causes more than 15 points of damage will knock the 


victim to the ground. 
2: In all areas, apart from the neck, penetration to the brain is 
possible hence the high damage multiplier. 


Head Hit Damage Multiplier Table 
Specific Area Hit 


Weapon 
Type €yels) 1 Mouth2 Neck3 Ear4 Nose5S General 6 


COMIYMOThWONn— 


x4 x3 x3 x3 
x6 x3 x4 x3 
x2 x5 x2 x2 
x4 x6 x4 x4 
x6 x4 x3 x3 
x2 x3 x3 x3 
x2 x2 x2 x2 
x3 x6 x3 x3 
x3 x5 x2 x2 
x6 x x4 x4 


Additional Damage Table For Head Only 

A hit on areas 1 — Eye(s), 2 — Mouth, 4 — Ear and 5 — Nose has 
a percentage chance of destroying, or at least damaging, the app 
ropriate sense, respectively — sight, speech, hearing and smell 


The 


table below should be consulted for these affects. 


Specific Area Hit 


Weapon 
Type Eye(s}1 Mouth 2 Ear 4 Nose 5 


1 


2 
3 
4 
5 
6 
7 
8 


9 

10 
The 
dice 


99% 05% 18% 03% 
100% 12% 19% 04% 
92% 07% 04% 01% 
87% 09% 07% 13% 
100% 11% 26% 18% 
23% 01% — 01% 
06% - - — 
58% 08% % 02% 
67% 14% 01% 01% 
99% 20% 14% 08% 
number indicated or less should be thrown on percentage 
for that particular sense to be effected, 


LOWER TORSO HIT SPECIFIC AREA TABLE 
This area covers the torso from the waist downwards, including 
the hips but not the legs. 


Specific Area 

Backbone: The satne as the chest area backbone; see that 
section, 
Groin: This applies to both male and female. The chances 
of the victim becoming sterile are: Weapon type: 1=28%; 
240%; 3°50%; 4=60%; 5=55%; 6=15%; 7=12%; B=20%; 
9=35%; 10=98%. If sterilisation occurs there is the chance 
of a loss of social standing (ref’s discretion), and an add 
itional 146 points of damage are taken immediately 
Left/Right Hip: This applies to both hips, The chances of 
a broken hip, a level 9 broken bone, are: Weapon type 
1=92%; 2=90%; 3*35%; 4=85%; 5=95%; 6=28%; 7=12%; 
8=20%; 9=10%; 10=98%. If the pelvis is broken an add 
itional 1d6 points of damage are taken immediately 

5/6 General: A flesh wound, with no possibility of any multiplied 
or additional damage 


Lower Torso Damage Multiplier Table 
Specific Area Hit 

Weapon 

Type Groin2 Left/Right Hip 3/4 General 5/6 
x 1% x 1% - 

x 1% x 1% 

x2 

x% 

x 1% 

x 1% 

x 1% 

x2 

x 1% 
x 2% 


BROKEN BONES 


In addition to all normal damage sustained from cuts, falls, 
bullets etc there is the possibility of a broken bone. All add 
itional immediate damage is listed under the specific areas. For 
a broken bone several things have to be determined: 1) the 
damage taken before hospital is reached; 2) how long the hosp- 
ital stay is; 3) how long the victim must rest when out of 
hospital. 
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The broken bones and levels are: 
Level Bone Broken 
1 — Finger 
2 — Nose, rib 
3 — Ankle, hand, wrist 
4 — Forearm 
5 — Jaw, foot, elbow, upper arm 
6 — Lower leg 
7 — Knee, shoulder 
8 — Upper leg 
9—Hip 
10 — Neck, skull, spine 
Wounding 
Before hospital is reached some wounding occurs: 1-3 points per 
6 hours, + 1 hour per level of Medic skill present. 
Example: A character assisted by a Medic-2 sustains 1-3 dam- 
age every (6+2) = 8 hours. 


No Hospitalisation 

lf no hospital is available the following procedure should be 
used: Patient must be stationary. All references to the table refer 
to the table under the hospiat! section. Add 5 to the medic ex- 
pertise present, treat Medic-O as Medic-1. This gives the equival 
ent tech level for the hospital. 1-3 damage per level of broken 
bone are suffered each day. Divide total wounds by 4; this amount 
is suffered every 6 hours. This wounding is suffered until the 
end of the hospitalisation period. Normal recovery rules apply 
during this period but if at any time the character would have 
died it is assumed that he has died from his wounds. 


Hospitalisation 

While in hospital no wounding occurs except in extreme circum 
stances. The following table gives the length of time spent in 
hospital. 


CHEST HiT SPECIFIC AREA TABLE 

The chest area covers the torso from the waist upwards to the 

shoulders. 

Die 

Roll Specific Area 

1. Heart: The wound has occurred in the general vicinity of 
the heart, but not necessarily penetrating it, The chances of 
1-3 broken ribs, a level 2 broken bone, are: Weapon type 
1=30%; 2=42%; 3=25%; 4=60%; 5=35%; 6=42%) 7*10%; 
8=70%; 9=20%; 10-85%; Weapon types 1,2,4,5,10 auto- 
matically puncture the heart. The chances for the others 
are: Weapon type 3=84%; 6=20%; 7=09%; 8=70%; 9=40%, 
If the heart is punctured it bleeds causing 2d6 points of 
damage each round for 146 combat rounds, It then bleeds 
for 1d6 points of damage per round for 246 rounds of until 
seen to by a medic or someone with Survival skill. 6d6 points 
of damage are then taken per day till hospital is reached, 
The period of hospitalisation is at least 2d6 weeks, Strength, 
dexterity, and endurance are all reduced permanently by 
1-3 points. 
Lungs: The chances of 1-3 broken ribs, a level 2 broken bone, 
are: Weapon type 1=30° =42%; 3=25%; 4-60%; 5° 35%; 
642%; 7=10%; 8=70%; 9=20%; 10=85%. Weapon types 1, 
2, 4, 5, 9, 10 sutomatically puncture the lungs — the others 
have the following chances: 3=75%; 630%; 7=10%; 878%, 
if the lungs are punctured they bleed for 1d6 points of 
damage per round for 1d6 combat rounds, -1 round per 
level of Medic present and subtract 0-2 from strength, dex- 
terity, and endurance, permanently. 
Backbone: The chances of a broken spine, a level 10 broken 
bone, are: Weapon type 1=85%; 2=90%; 3=20%; 4=82%; 
5=90%; 6=65%; 7-05%; B=89%; 925%; 10"99%. The 
chances of paralysis are: Weapon type 1=20%; 2=30%; 
3=07%; 4=20%; 5=27%; G=26%; 7=02%; B=19%; 901%; 
10°54%. Die modifiers: Per level of Medic skill present, 
-B%; per tech level of hospital above 8, -5%. 
Organs: Roll 1d6 — 1= kidney; 2 liver; 3* stomach; 4« 
digestive tract; 5= artery; 6= count as § or 6 below (general), 
Kidney or liver 10% chance of permanent disability: -2 on 
strength, dexterity, and endurance. 1d6 points of damage 
suffered. Stomach and digestive tract =30% chance of death 
in 1d6 days unless hospitalized before death, DMs: -5 per 
level of Medic skill present, Artery =1d6 points of damage 
per round for 346 combat rounds. DM: -3 rounds per level 
of Medic skill present or 3 levels of Survival skill. Then 2d6 
points of darmmage per day until hospitalisation. 
General: A wound in another area of the chest, The chances 
of 1-2 broken ribs, a level 2 broken bone, are: Weapon type 
1=30%; 2=42%; 3=25%; 4=60%; 5=35%; 6=42%; 7" 10%; 
B=70%; 9=20%; 10"85%, 


Note; Any wound causing more than 15 points of damage 
knocks the victim to the ground and stuns him for 1d6 combat 
rounds. 


Chest Hit Damage Multiplier Table 
Specific Area Hit 
Weapon 
Type Heart) Lungs2 Backbone 3Organs 4 General 5/6 
x6 x3 x3 x3 x3 
x6 x4 x3 x2 - 
x6 x4 x2 x3 - 
x5 x4 x4 x3 - 
x6 x4 x4 x2 
x2 x 1% x 1% 
x 1% x 1% x 1% - 
x 3% xg x2 x2 
x3 x3 - 
x6 x5 x4 x3 
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Broken Time Minimum 
Bone Level (Hours) Time (h) - Resting 
1 4d6 1 x 16 
2 6d6 2 x 1d6+1 
3 8d6 4 x 1dB+2 
4 8d6+12 6 x 2d3-3 
5 8d6+24 12 x 1d6+3 
6 8d6+36 24 x 2d6-2 
7 8d6+48 36 x 2d6-1 
8 8d6+72 48 x 2d6 
9 8d6+168 60 x 2d6+3 
10 8d6+336 72 x 3d6 


NOSMODSEANN 


The Broken Bone Level column reters to the level of the broken 
bone 

The Time (Hours) column refers to the length of time it is 
necessary to spend in hospital. This is not only treatment time 
but time spent waiting and under observation etc. 

The Minimum Time (h) column refers to the absolute min- 
imum amount of time which should be spent in hospital, in 
some cases this will be impossible due to high necessary time 
but in no circumstances should the time go below that. 

The DMs {+ or -) column refers to the DMs on time accord. 
ing to the tech level of the hospital. For every tech level over 8 
take the number away from the required time in hospital, for 
every tech level below 8 add it on 

The Resting column refers to the length of time which must 
be spent resting once hospital is left. To calculate multiply the 
hospital stay (in hours) by the modified die roll. This is then 
the resting time in days. During this period of time the victim 
cannot do any strenuous actions which involve the damaged 
bone. 

Example: A character with a broken lower leg goes to a tech 
level 10 hospital. A broken tower leg is a level 6 broken bone. 
He rolls 8¢6 for hours, 36 then adds 36, giving a total of 72. 
The hospital is tech level 10 so a DM of (10-8) x 6 = 12 Js 
applied, 12 giving a total of 60 hours, The time resting is 2d6-2 
x 60 days.. The 2d6 are 5 giving a total of 3; so therefore 
time = 3 x 60 = 180 days. So 180 days must be spent during 
which time the character can't perform any strenuous activity 
which involves his leg (running, climbing etc). 


Cost 

The cost of the stay in hospital is calculated as follows: Multiply 
the length of stay in hours by 1d6 (same number every time 
for the same hospital) and this gives the cost in Credits, In all 
cases a minimum charge of Cr 50 is enforced. Note on some 
primitive planets this might have to be paid in potatoes, petrol 
or even ‘magic from strange and wonderous worlds’, 
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COUNTERSTRIKE 


by Marcus L Rowland 


tN A\DRD SCENARIO UTILISING SPACE TRAVEL METHODS DISCUSSED IN 
THE ARTICLES THE DM'S GUIDE 10 ITE GALAXY AND THE DUNGEON AT 
THE END OF THE UNIVERSE (W & 27), FOR CHARACTERS AROUND 
OTIESTH LEVEL IT IS LOOSELY BASED ON HG WELLS’ WAR OF THE 
WORLDS 


PAA AAAD AAAI AAA AAAAAD DAA IASB Be 


FOF AKI ITI II III IKEA IA IA IAAI AAAI AAA 


PLAYER'S INTRODUCTION 

SIN MONTHS AGO HUGE MEDAL CYLINDERS PELL PROM THE SKY 
AROUND ZOLUT, THE CAPEFAL OF THE ISLAND PIYT ON THE PLANEL 
DORN, FALL TRIPEDAL MACHINES EMERGED TO DEVASEATE THE ISLAND 
UNTH. VIRTUALLY ALL TRES OF CIVILIZATION WERE DESTROYED. 
LUCKILY THE ALLEN INVADERS PROVED TO BE VULNERABLE TO A 
COMMON FUNGUS (ATHLETES FOOT) AND TINS HELPED THE ARMY OF 
ANOTHER ISLAND, SKORG, TO DRIVE THE SURVIVORS BACK TO THEIR 
VIRST CAMP. THERE THE ALIENS MANAGED TO LAUNCH SOME YORM OF 
SPACECKAFE AND RETURN TO THEIR HOME, THE PLANET RALK. 


THE RALKANS ESCAPED WITH MORE THAN A SCORE OF CAPTIVES AND 
MUCH LOOT, 11 1S CERTAIN THEY STOLE THE CRO: ND ORK OF THE 
HIGH ANARCH OF ZOLUT, AND PROBABLE THAT WEAPONS WERE TAKEN 
FROM THE VAULIS OF THK MONASTERY OF ETERNAL PEACE. THE 
MISSING PTLMS MAY BE OF GREAT POWER 


AMONGST THE CAPTIVES WAS THE DRUIDESS ALIDAIT, A POWERFUL 
FELEPATH WHO HAS RECENTLY MADE CONTACT WITH TELEPATHS IN 
SKORG AND REVEALED THAT THE KALKANS ARE NEAR TO FINDING AN 
ANTIDOTE FOR THE DISEASE, THE RALKANS VIVISECTED AND EXPER 
IMENTI.D ON SOME CAPTIVES AT FIRST BUT NOW LEAVE THEM ALONE, 
POSSIBLY HOPING THAT THEY WILL BREED IN CAPTIVITY, 


IN VIEW OF THESE FACTS THE KING OF SKORG 1S SENDING A SHIP 10 
RALK. PE 1S HOFED THAT SOME ADVENTURERS CAN BE FOUND TO TRY 
AND AVERT ANOTHER INVASION, RESCUE THE CAPTIVES, AND REGAIN 
THE SUOLUN TREASURE 

FP IA AI AIAA I AIA AAAI AIA IA AIS ASASISC SAR IAC DE 
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DM’S NOTES 
HEE SOLAR SYSTEM OF DORN AND KALK FUNCTIONS BY INVERSE CUKE 
GRAVITATION, SO THAT PLANETS ARE DISC SIL\PED WITH LOW GRAVITY 
NT THE EQUATOR, THERE IS A BREATIEABLE ATMOSPHERE IN SPACE 
AND THE SHIPS OF DORN ARE WINDJAMMERS. OUT NEAR RALK THE 
SPACE BHEGOMES THIN AND ARTHER SAILS MUST BE 
\PTER THE EXPEDITION, THERE ARE NO SEAS ON 
THE SHIPS CREW MUST MODIFY THE 
AL THER-PROPELLED TAKEOFF 
TO MID THE PARTY APTER 


ATMOSPHERE OF 
USED FOR TAKEO 
KALK 


AND) THIS MEANS THAT 
NG AND MASTS POR A VERTICAL, 
PROM RALK, AND WILL THUS BE UN ARLE 
LANDING 


TIME SUL ES THE CENTENNIAL BAGLE, A SMALL WARSHLUP MOUNTING SIN 
CAPAPAULTS EACH CAPABLE OF FOUR POINTS OF STRUCTURAL DAMAGE 
AGAINST WOOD, MASS 84 TONS, LENGTH 80°, BEAM 18’, HULL STRENGTH 
17, CREW 20 MEN (LVL 0-2 FIGHTERS) PLUS FOUR OFFICERS (LVL! 4,5, 
7) ESTIMATED JOURNEY TIME S WEERS OUT, 9 WEEKS BACK (ASSUMING 
¥SEAY OF LESS THAN A WEER) 


10 K1-RIN (1) 

11 WYVERN (1-4) 

12 DRAG (SIZE 
ANY SPECIES) 

13 AIR ELEMENTAL (1) 

14.15 FLOCKS OF BIRDS 
(HARMLESS) 

16 GIANT OWLS (2-7} 

17 ROC (1) 

14 PIRATES 

19 PTERANODONS (1-6) 

20 GHOST (1) 


5-6, 


IN ANY GIVEN WEEK THERE IS A 5% CHANCE OF THE SHIP RUNNING 
INTO STILL AIR AND BECOMING BECALMED FOR 1-6 DAYS, FOR EACH 
DAY BECALMED THE JOURNEY WLLL BE PROLONGED BY 2-5 DAYS. 


RALK HAS 2/$ NORMAL GRAVITY, WITH THIN BUT BREATHABLE DRY 
AIR, THE INVASION WAS LAUNCHED FROM A PLATEAU RISING FROM A 
FLAT STONY DESERT, THE SHIP CANNOT LAND ON THE PLATEAU SINCE 
A LEVEL LANDING IS NEEDED, 


RANDOM ENCOUNTERS ON RALKAN SURFACE 
1 GIANT SCORPION \ %} 
2 GIANT ANTS (2 
$% GIANT CENTIPE be 
its} 
A GIANT LIZAKD (1-2) 
3 AIR ELEMENTAL 
6 TRAPPER 
(UNDER SAND) 
7 WIND WALKER 
&-L0 GLANT RATS (4-18) 
HP SAND SQUID 
20 NO ENCOUNTER 


ALAVE 


ALL THE ABOVE ARE NATIVE KRALKAN SPECIES 
SIN LEGS. THE GIANT RATS ARE A SPRCIDS RESEMBLING SIX 
LEGGED GERBILS AND AKER MUC LORE INTELLIGENT AND FRIENDLY 
THAN NORMAL SPECIES, THE SAND SQUID LIVES AND BURROWS UNDER 
THE DESERT SURFACE AND IS aD8, ACS 10 ATTACKS 1-4 PLUS BEAK 14. 
IISA DISTANT RELATIVE OF THE DOMINANT RALKAN SPECIES. 


AND ALL VERTEBRATES 


SD8. 4 ATTACKS 1-2 PLUS BEAK 1-3, BLOOD LOSS 1-4. 5% 
ALIGN LE 


RALKANS: AC4, 
MAGIC RESISTANCE. MOVE 8” 


RALKANS RESEMBLE HUGE SCALY HEADS WITH 5 TENTACLES TO EITHER 
SIDE OF THE BEAKED MOUTH. ONE EACH SIDE IS USED FOR LOCOMOTION, 
THE OTHER THREE FOR MANIPULATION WITH TWO ENDING IN SHARP 
CLAWS USED FOR COMBAT, LOCOMOTORY TENTACLES HAVE SMALL 
SUCTION CUPS USED TO CLIMB SMOOTH WALLS (80% PROBARILITY OF 
SUCCESS UNDER KALKAN GRAVITY) AND TO ANCHOR THEM IN FREE 
FALL. THE RALKANS' BODY AND TENTACL ARE HIGHLY MUSCULAR, 
THEY HAVE VERY STRONG CONSTITUTIOD AND ARE CAPABLE OF 
PULLING WEAPONS FROM THEIR WOUNDS AND USING THEM FOR COM. 
BAT WITHOUT ADDITIONAL INJURY. THEY HAVE HUGE SWIRLING E 
WHICH CAN AFFECT VICTIMS AS THE ILLUSIONISTS SPELL HYPNO 
PATTERN, THEY ARE HIGHLY INTELLIGENT (A FEW fA 
POWERS) AND GENERALLY FIGHT WITH WEAPONS RATHER THAN TEN 
TACLES AND BEAK. RALKANS COMMUNICATE BY ULTRASONIC PULSE 
CODED SQUEALS AND NORMAL TRANSLATION METHODS ARE USELESS 
IN DECODING THEIR SPEECH 


RALKANS REPRODUCE BY BUDDING AND CANNOT FIGHT UNARMED IN 
THIS CONDITION, YOUNG ARE 1-2D8 WITH ATTACKS PROPORTIONALLY 
REDUCED, 


RALKANS OFTEN TRAVEL AND WORK IN PERSONAL CARRIERS, CUP- 
LIKE MACHINES FITTED WITH SNALL-LIKE SYNTHETIC MUSCLE BASES 
AND MECHANICAL ARMS OR TENTAG LLY FITTED 
WITH 2-5 LIMBS OR WEAPONS, OF THE S: GRIPPING 
JOINTED LIMB DAMAGE 2-8, NO MORE THAN TWO CAN BE FITTED; 
TENTACULAR LIMS§ — DAMAGE |-6; STUN KOD — EFFECT AS WAND OF 
PARALYSIS, 1-8 CHARGES; FLAME ROD — FIRES A 20° SPRAY OF BURN- 
‘I 8. 2-12 DAMAG 1.6 CHARGES; KAY GUN — EFFECT AS WAND OF 
LIGHTNING BOLTS, 4-24 DAMAGE, RANGE 50’, 1-10 CHARGES. 


NORMALLY ONLY ONE WEAPON, IF ANY, WILL BE FITTED, THE CARRIER 
AND ARMS ARE ACS WITH THE MAIN BODY ABLE TO TAKE 15 POINTS OF 
DAMAGE AND THE ARMS OR TENTACLES 10 EACH, 


A TK ARENT PHOTOCHROMIC DOME CAN BE FITTED OVER THE 
CARRIER, AC? CAPABLE OF ABSORBING 12 POINTS OF STRUCTURAL 
DAMAGE. THIS DOME WILL DARKEN AND HALVE DAMAGE FROM ALL 


LIGHT BASED ATTACKS, 


A COMPUTER CONTROL CAN REPLACE A RALKAN IN THESE MACHINES, 
CONVERTING THEM INTO VERSATILE ROBOTS, MOST SUCH ROBOTS 
CANNOT PIGHT, THE COMPUTER IS AC4 AND CAN TAKE 12 POINTS OF 
DAMAGE BEFORE FAILING BUT WILL START TO MALFUNCTION AFTER 
4 POINTS OF DAMAGE, MALFUNCTIONS CAN TAKE NY FORMS INCLUD. 
ING PARALYSIS, AGGRESSION BY NON-COMBATANT TYPES, ETC. 


THE RALKANS ALSO USE TRIPOD FIGHTING MACHINES, 80° HIGH WITH 
50° LEGS AND A 30° BODY A HEAD TURRET. TRIPODS ARE FITTED 
WITH 2 JOINTED ARMS OR 5 WEAKER TENTACLES, AND ee LiGHY- 
NING GUNS AND GAS PROJECTORS, THEY MOVE At so” 
STRUCTURE STRENGTH 1, KICK FOR 2-24 DAMAGE (1 POINT BIRUC 
URAL), JOINTED AKMS 22, STRE TH 1, HIT FOR 2.16 i” POINT 
STRUCTURAL DAMAGE WORKING TOGETHER), TENTACLES 
STRENGTH %, DAMAGE 2-12. BODY 
TURRET AG2, SIRENGTN 4, PILOT MAS 2° SQUARE 
STRENGTH 4} AND IS EXPOSED IF THE WINDOW IS DESTROYED. 
WINDOW IS RECESSED UNDER A DERP COWL 


(\C4, 
THe 


FIRES 606 BOLTS TOA RANGE OF 4 MILE, CHARGE 
0-30 SHOTS, AC2, STRENGTH 1, EXPLODES AS A 30° FIREBALL, STRUCT 
URAL DAMAGE 23 IF DESTROYED (UNLESS UNCHARGED). GAS PRO 
JECTOR — FIRES EXPLODING CYLINDERS UPTO % MILE, FORMING A 100° 
DIAMETER GAS CLOUD (POISON, SAVE AT +1 OR DIE) WHICH PERSISTS 
FOR 2.5 ROUNDS THEN DISPERSES. PROJECTORS HOLD UP 10 4 MISSILES, 
AGS, STRUCTURAL STRENGTH 1% 

FAI AAAI IAAI AAA AA AA AAA ASSIA SIA AIK 


LIGHTNING GUN 


PKI III I IIIT IM IK IA IAAI KKK 


DESCRIPTIONS FOR THE DM 

THE PLATEAU IS SURROUNDED BY A LINE OF 40° HIGH METAL POSTS, 4° 
DIAMETER, AT 250° INTERVALS, THE PO! GENERATE A FORCE FIELD 
INFLICTING 2.8 POINTS OF BURN DAMAGE (SAVE TO HALVE DAM AGE) 
AND HAVE LOCKED SERVICING HATCHES ON THEIK INNER SIDE: y 
If A POST IS DAMAGED OR SWITCHED OFF THE FENCE TO EITHER SIDE 
PAILS, BUT THE FENCE BETWEEN WORKING POLES STILL FUNCTIONS, 
POLES ARE ACL, STRUCTURAL STRENGTH 8, AND AKL LINKED TO THE 
CENTRAL MONITORING SYSTEM OF THE COMPLEX AND THERE IS A 
CUMULATIVE 10% CHANCE PER ROUND A POLE [S SWITCHED OFF THAT 
\ TRIPOD WILL BE SENT TO INVESTIGATE 


TERRACE | IS NOT GUARDED BUT HAS BURIED SEISMIC DETECTORS AT 
RANDOM [0.80' INTERVALS, IN 1’ DEEP PCTS DRILLED IN THE ROCK AND 
FILLED WITH GRAVEL, SENSORS ARE 2° LONG AND WIDE SEALEDMETAL 
CYLINDERS, AND CAN DETECT FOOTSTEPS AT 10° RANGE AND HEAVIER 
IMFACTS AT UP TO 40° RANGE. THEY ARE LINKED 10 THE CENTRAL 
MONITORING SYSTEM, TERRACE 2 [S PATROLLED BY A TRIPOD WITH 
TENTACLES. TERRACE 3 1S PATROLLED BY TWO TRIPODS WITH JOINTED 
ARMS. 


ON THE UPPER PLATEAU, CONSISTS OF POLES 100° APART IN 
BUT OTHERWISE IS LIKE FENCE | 


FENCE 
FLICTING 2-16 POINTS OF DAMAGE 


THE TOWLK ON THE UPPER PLATEAU ES 600' HIGH AND STANDS OVER A 
100° DIAMETER SHAIT (SEE 25) AND FORMS PART OF THE RALKANS 
SPACECRAPT LAUNCHER, TT IS MADE OF STRONG ALUMINIUM ALLOY, 
SURENGTH 95, AND IS RINGED BY 15 ELECPROMAGNETS OF STRUCT 
URAL STRENGTH 2, ELECTRICALLY CHARGED TO GIVE \ 4D6 SHOCK, 
FOUR AKMOURED SUPERCONDUCTOR CABLES RUN THE TOWER'S 
LENGTH, STRENGTH 3, ELECTRIC SHOCK 2D6, AND COLD RNOUGH 10 
CAUSE 1-8 POINTS OF FROST DAMAGE IF TOUCHED, IF CUT THEY SPRAY 
LIQUID GAS IN A 30° JET FROM EACH END, 2D6 COLD DAMAGE, FOR LS 
ROUNDS, DESTROYING A RING WILL DELAY INVASION BY | WEEK, A 
CABLE DELAYS INY ON BY 5 WEEKS, AND DESTROYING THE ENTIRE 
TOWER CAUSES A 14-2 VEAR DELAY 


OPERATION COUNTERSTRIKE 


RANDOM ENCOUNTERS IN UNDERGROUND COMPLEX 
1-3 ROBOTS (1-2) 
47 RALKANS (1-4) 
8 GIANT ANTS (2-12) 
O CARRION CRAWLER 
i) 
10 GIANT SPIDER (1-3) 
HE PHASE SPIDER (1-2) 
12-14 GIANT RATS (2-7) 
(PSEUDO.GERBILS) 
15-17 STIRGES (3. 
18-20 NO ENCOUNTER 


UNLESS OTHERWISE STATED ALL 
PANELS IN THE CEILING 


PRIA IIIA IIIA IIA AAAS IAA AD AIA 


AREAS ARE DIMLY LI BY LUMINOUS 


Ti 200° HIGH CAVE, IN TH ENTRANCE 5 A PILE OF ROCKS, WITH 4 
ARMOURED (NORMAL, 5 TENTACLE) ROBOTS CARRYING THE ROCKS TO 
AN 80° HIGH MACHINE (A) WHICH EXTRACTS USEFUL ELEME, 
THE ROCK AND PRODUCES COMPONENTS FORK RALKAN MA 
MACHI 1S AC-2, STRUCTURAL STRENGTH 110. THERE IS ACO! 
3S’ SQUARE INSPECTION HATCH HALFWAY ALONG THE WEST SIDE, 
LOCKED AND BOOBYTRAPPED TO RELEASE A 306 FIRERALL, KEMIND 
WHICH ARE THE MACHINE'S CONTROLS. THESE CONSIST OF A BANK OF 
169 RANDOMLY FLASHING LIGHT'S OVER TWO BUTTONS AND THREE 
KEYHOLES, THE BUTTONS ARE MARKED WITH ONE OR NO WHITE DOTS, 
AND ARF USED TO INSERT 8 RY INSERUCTIONS INTO TILL MACHINE 
THE KIGHT-HAND LOCK FREES THESE CONTROLS TO ALLOW SUCH PRO. 
GRAMMING, THE LEFT SWITCHES THE ENTIRE MACHINE ON AND OFF, 


AND THE CENTRAL LOCK ACTIVATES A MAGNETIC LEVITATION DEVICE 
LIFTING TH MACHINE 14". THE MACHINE WEIGHS [20 TONS, ALL LOCKS 
ARE BOOBYTRAPTPED TO GIVE A 2D6 SHOCK IF METAL FC AKE IN 


TED. THE MACHINE PROGRAMMING IS 5O COMPLEX THAT THERE IS 
A 5% CHANCE OF RANDOM TAMPERING PRODUCING AN INTELL 
IGIDLE INSTRUCTION, MEANINGLESS COMMANDS WILL BE IGNORED, 


AT THE NORTH END OF THE MACHINE SIX MORE ROBOTS ARF UNLOAD 
ING GIRDERS FKOM A CHUTE AND STACKING THEM IN A NEAT PILL 
FOUR ARE STANDARD WITH 5 TENTACLES, THE OTHER 2 ARK COMBAT 
TYPES WITH 2 JOINTED ARMS AND § TENTACLES FIGHTING AS 44 
MONSTERS. 


WASTE MATERIAL FROM TIL MACHINE IS RELEASED AS RADIOACTIVE, 
DUST AND GASES, WHICH HAVE CONTAMINATED THE SOUTHERN END 
OF THE CAVE. EXPOSURE OVEK %& TURN PER POINT OF CONSTTIUTION 
WILL CAUSE RADIATION SICKNESS, ST SYMPTOMS APPEARING AVTER 
4-16 HOURS, TYPICAL FORMS OF 5: ESS, ON PERCENTILE DICE, Ath 

01-20 BLOOD DISEASE; 21-50 BONE DISEASE: $1.5) DISEASE; 51-40 
RESPIRATORY DISEASE; 81-100 BRAIN/NERVE DISEASE. THE SEVERITY 
OF THE DISEASK SHOULD BE FOUND ON THE FOLLOWING PERCENTILE 
ROLL; 01.20 TERMINAL; 21.50 SEVER 80 MILD; 41.00 NO DISEASE 

THIS ROLL IS MODIFIED BY +1 FOR EVERY TWO POINTS OF CONSTTT 

UTION AND BY -5 FOR EACH TURN OF EXPOSURE OVER THE MINIMUM 
NEEDED TO CAUSE ILLNESS, ADJUSTED ROLLS OVER 100 COUNT AS NO. 
DISEASE AND UNDER OP COUNT AS TERMINAL ILLNESSES, EXPOSURE IS 
CUMULATIVE, DESTROYING THE MACHINE WILL DELAY ANOTHER EN 
VASION BY 2-4 YEARS, 


FAI AAAAAADAAAAAAASAASSASIASINSAS ASIII IIH 


2: AN OPEN SHAFT LEADING DOWN 600° TO LVL 2 AND ANOTHER $00" 
TO LVL 3. IT IS BLOCKED 100° BELOW LVL 2 BY A HU LIDING SLAB, 
20° THE TRUCTURAL STRENGTH 100, WHICH C INLY BE OPENED 
BY REMOTE CONTROL FROM ROOM 18, THE KALKANS HAVE SUCCEEDED 
IN NULLIFYING GRAVITY THROUGHOUT THIS SHAFT USING A MACHINE 
PURCHASED FROM A VISITING ALIEN STARSHIP. THE DEVICE 1S BURIED 
50° BELOW THE FLOOR AT THE BASE OF THE SHAFT, AND 1S POWERED 
FROM THE RALKANS ATOMIC POWEK PLANT, TI SHAPT 1S # 
BY TWO RALKANS IN DOMED CARRIERS WITH CLES, § 
AND ATTITUDE JETS OPERATED BY COMPRESSED AIR, 12 & 16 HTK. 
FOI TOI IOI III IA 


$: THIS ISA NARROW UNLIT TUNNEL WITH A LOW CEILING RUNNING 
bKOM A HOLE IN THE PLATEAU FF SIDE TO A 2’ WIDE CRACK IN 
THE WALL 20° ABOVE THE FLOOR IN }. A COLONY OF 550 PSEUDO 
GERBILS LIVE IN THE TUNNEL, NESTED IN A VARIETY OF OBJECTS IN 
CLUDING OLD BON AND STEEL DRUMS, A TANGLE OF WIKE (GOLD, 
VALUE 70GP), AND ORTED FABRICS AND BITS OF PLANT AND BONE. 
ONE OF THE ANIMAL'S NESTS CONCEALS A WAND, ALID-AIT’S WAND OF 
WONDER, 75 CHARGES, 1F THE PARTY MAKE PEACEFUL CONTACT WITH 
TH) ANIMALS THEY WILL REVEAL THE WAND, A SEARCH THOROUGH 
ENOUGH TO FIND IT WILL TAKE 8-40 TURNS, THE ANIMALS KNOW ALID. 
MIT'S CURRENT LOCATION, AND THEIR PACK LEADER 15 HER 
ANIMAL FRIEND ANU WILL NORMALLY BE FOUNDIN ATU LBETWEEN 
ROOMS 11 AND [2 


FPA I PIII AAAAAAAAASAAASASASISASSACSASCACSCSS 


4: THIS LANDING AROUND SHAFT 2 [5 GUARDED BY 2 RALRAN: 
AND 20 HTK, BOTH IN ARMOURED CARRIERS WITH 4 TENTACLES AND 
FULLY-CHARGED STUN RODS, DOORS FROM THE ROOM ARE HEAVY 
STEEL SLABS, SLIDING INTO THE WALLS IP APPROACHED WITHIN 10° 
THEY CAN BE LOCKED BY REMOTE CONTROL FROM ROOM 16. ONCE 
LOCKED THEY SHOULD BE TREATED AS HELD PORTALS, AS THE MU 
SPELL, RUT THE LOCKS CAN BE BROKEN OPEN, 
FAI III III IO III IAAI AA A 


5: THE DOOKS TO THIS ROOM ARE ALSO STEEL SLABS, AND ARE FTL this 
WITH ELECTRONIC LOCKS CONSISTING OF 5 PUSH-BUTTONS LN A VERT 
ICAL ROW. LF THE CORRECT BUTTON IS PUSHED THE DOORS WILL UN 


OPERATION COUNTERSTRIKE 


LOCK AND SLIDE INTO THE WALLS, ANY OTHER BUTTON SOUNDS AN 
ALARM AND ACTIVATES A SECONDARY LOCK SYSTEM. FOR THE FIRST 
PAIR OF DOORS THE BUTTONS ARE MARKED WITH 1 5,4 & 5 DOTS. 
WITH THE 4 DOTY BUTTON, WHICH IS NOT A PRIME NUMBER, OPENIN 
THE DOORS. THE SECOND PAIR_OF DOORS HAS RED, GREEN, BLACK, 
YELLOW AND BLUE BUTTONS, BLACK, WHICH IS NOT PART OF THE SPEC- 
TRUM, OPENS THE DOORS, THIS ROOM, AND ALL OTHER ROOMS WITH 
IMPORTA: INSTALLATIONS, HAS A SECURITY ALARM BUTTON FIXED 
rO THE WALL BY THE DOOR, 


THE ROOM ITSELF HOLDS A LARGE POOL-TYPE REACTOR CONSISTING 
OF A GRID OF RADIGACTIVE BLOCKS AND MODERATOR RODS 20° RE 
LOW THE SURFACE OF A POOL OF HEAVY WATER, TItk $6 CONTROL 
. BE KAISED OR LOWERED BY CABLES CONTROLLED FROM 
ROOM 6, WHICH HAS A LARGE LEADED WINDOW 20° ABOVE THE FLOOR 
OF 5, IN THE NORMAL ROD POSITION THE RADIATION LEVEL IN THIS 
KOOM FS EQUIVALENT TO THAT OF 1, BUTLE THE RODS ARF WITHDRAWN 
TO THEIR FULL NORMAL EXTENT THIS LEVEL WILL QUADRUPLE, 1F THE 
RODS ARE FULLY INSERTED THE RADIATION FALLS TO ONE TIIKD 
NORMAL AND POWER PRODUCTION IS SHARPLY CURTAILED, NEITHER 
THE LAUNCH ACCELERATOR OR THE GRAVITY NULLIPIEK IN 2 WILT 
. TWO COMBAT ROBOTS WITH 4 TENTACLES AND STUN 
ASD 


PII AI IA III II IO 


6; THIS KOOM HAS A LOCKED SECRET DOOR LEADING, VIA A SLOPING 
iv AGE, TO THE REACTOR CONTROL ROOM 16° ASOVE THE MAL E 


THREE RALKANS IN ARMOURED CARRIERS WITH 5 TENTACLES, 12, 1d & 
11 FITK, OPERATE A LARGE CONTROL BANK UNDER THE SOUTHERN 
WINDOW, THE CONTROLS ARE MOSTLY MONITORS AND SECONDARY 


SYSTEMS WHICH WILL NOT HAVE ANY EEFECT ON THE PILE, CONTROLS 
DIRECTLY AFFECTING THE REACTOR ARE 56 FAIRS OF BUTTONS AND 
TWO HAND WHEELS, THE BUTTONS RAISE AND LOWER INDIVIDUAL N 
PROL RODS, WITHIN NORMAL LIMITS. THE LEFT HAND CONTROL WHEEL 
RAISES OR LOWERS THR RODS EN MASSE ANDTF PUSHED IN AND TURNED 
WILL MOVE THEM BEYOND NORMAL LIMITS, THE RIGHT HAND WHEEL 
CONTROLS THE FLOW OF HEAVY WATER IN AND OUT OF THE POOL, 


IV ALL REACTOR RODS ARE FULLY INSERTED THE REACTOR WILL, SHUT 
DOWN TOTALLY, AND ALL POWER-USING SYSTEMS EXCEPT THOSE IN 
THE REACTOR CONTROLS WILL BE STOPPED. IF ALL REACTOR RODS 
ARE WITHDRAWN BEYOND NORMAL LIMITS THE REACTOR WILL OVER 
HEAT, CAUSING SOME DAMAGE AND RAISING KOOM 6 RADIOACTIVITY 
TO THAT IN KOOM 1. THIS WILL DELAY INVASION BY 14 MONTHS. IF 
THE FLOW OF HEAVY WATER IS SPEEDED UP THERE WILL BE A DECREASE 
IN REACTOR EF FICTE! CUTTING POWER TO THE NCH ACCELER- 
ATOR AND SHAFT 2, 1F SLOWED DOWN OR STOPPED THERE WILL BE 
A SIMILAR DECREASE OF EFFICIENCY, AND AFTER $5 HOURS THERE 
WILL BE MINOR DAMAGE, DELAYIN N INVASION BY 1.5 MONTHS, IF 
THE FLOW 1S STOPPED AND ALL RODS FULLY WITHDRAWN THE REACTOR 
WILL VIOLENTLY OVE EAT, AFTER 5-7 ROUNDS THE POOLWILLSTART 
PO BOIL, AND AFTER THER 4.9 ROUNDS THE PRESSURE THIS CAUSES 
WILL CRACK THE CONTROL ROOM WINDOW, FILLING IT WITH RADIO- 
ACTIVE STEAM, THE REACTOR CORE WILI, THEN START TO BREAK UP 
AND THE REACTION WILL DIE DOWN, THE RADLATION LEVEL IN ROOM 6 
WILL THEN BE SUFFICIENT TO CAUSE DISEASE AFTER 5 SEGMENTS PER 
POINT OF CONSTITUTION, AND THE DAMAGE THIS CAUSES TO THE 
REACTOR WILL DELAY AN INVASION FOR 12-18 MONTHS, SHAFT 2 WILL 


BE OUT OF ACTION FOR MOST OF THIS TIME, 
ott tk IK AIA IAA AA KI 


7; THESE ROOMS, ARE RALKAN APARTMENTS, AT ANY TIME 25% ARE 
EMPTY, 40% HOLD JUVENILES, 15% HOLD BUDDING ADULTS, 20% HOLD 
SLEEPING ADULTS, AND 10% HOLD ACTIVE CONSCIOUS ADULTS. 60% OF 
OCCUPIED ROOMS WILL HAVE BOLTED DOORS. 10% OF ROOMS WILL HOLD 
OBJECTS MADE OF PRECIOUS METAL AND/OR GEMS, VALUE 10-100 GP, 
THESE ITEMS ARE TOOLS OR UTENSILS. ROOMS ARE SPARSELY 
FURNISHED WITH TABLES, SLEEPING MA’ UTENSILS ETC, ON ONE 
WALL OF EACH ROOM IS A LARGE THREE-DIMENSIONAL PICTURE OF 
THE KALKAN LEADER, BELOW WITCH IS A PRINTED SIGN IN THE RAL- 
KAN LANGUAGE, LOOSELY TRANSLATED IT READS ‘GREAT SENIOR 
BUDDING PARTNER OBSERVES ALL" 

OOO 


8: THESE ROOMS BELONG TO SENIOR RALKAN OFFICERS, EACH IS 
EQUIPPED WITH A SLEEPING MAT, TABLES, SHELVES OF BOOKS, DESKS 
AND A SMALL, FOOD PREPARATION ARE 1TH WARM TUBS OF BLOOD, 
CUPS, BOWLS, AND SYRINGES OF VARIO NARCOTICS USED BY RAL- 
KANS, ALL. TOXIC TO HUMANOID SPECIES, SAVE VS DEATH/PARALYSIS/ 
VOMITING DEPENDING ON TYPE INJ 1D. IN A CORNER OF EACH 
ROOM 1S A SHOWER UNIT, SPRAYING OUT A BLAST OF DRY SAND (DAM- 
AGE 2-8), 1F ANYONE WALKS INTO IT, ACTIVATED BY WEIGHT ON THE 
SHOWER FLOOR, IN JTHER CORNER IS A MACHINE RALKANS USE TO 
STIMULATE THE PLEASURE CENTRES OF THEIR BRAINS, CONSISTING OF 
A HOOD HANGING FROM THE CEILING ON A LONG SPIRAL CABLE, THERE 
ARE THREE SMALL BUTTONS ON THE RIM OF THE HOOD. THE LEFT 
BUTTON SWITCHES THE MACHINE ON AND OFF, THE RIGHT BUTTON 
's A TIMER FOR 3% ROUNDS EXPOSURE OR IF NOT PRESSED LEAVES 
THE MAC ON UNTIL SWITCHED OFF, AND THE CENTRE BUTTON 
SELECTS HIGH INTENSITY If PRESSED, If EXPOSED TO THIS MACHINE 
AT LOW INTENSITY FOR MORE THAN 5 ROUNDS CHARACTERS WILL 
FEEL A MILD HEADACHE AND DIZZINESS, BECOMING MORE INTENSE, 
AND THEN MUST SAVE AGAINST SYSTEM SHOCK OR SUFFER TEMPORARY 
BRAIN DAMAGE, CONSIS i OF A LOSS OF |-4 POINTS OF INTELLIGENCE 
OR WISDOM FOR 13 DAYS. AT HIGH INTENSITY CHARACTERS MUST 
SAVE AGAINST SPELLS OR SUFFER AN IMMEDIATE EPILEPTIC FIT. SINCE 
THIS WILL NORMALLY THROW THEM CLEAR OF THE HOOD THERE WILL 
USUALLY BE NO PERMANENT BRAIN DAMAGE. 


AGAINST THE MIDDLE OF THE KAST WALL OF EACH OF THESE ROOMS IS 
\ TABLE ON WHICH IS A STATUR OF THE RALKAN LEADER, MADE OF 
SILVER (VALUE 150 GP) AND ENGRAVED WITH THE SAME SYMBOLS AS 
IN APARTMENTS 7. EACH OF THESE STATUES IS FITTED 
ALI, MICROPHONE MONITORED FROM ROOM 18. EACH OF 
IMLSE ROOMS HAS A ROBOT SERVANT, STANDARD WITH 5 TENTACLES. 
FAIA AAA IAA AAA IIASA AAPA SAS AAA ASSAAIASE 


9) EMPTY ROOMS, UNLIT, WITHOUT FURNISHINGS OR EQUIPMENT. 
Sees 


i) A LARGE KREFECTORY OCCUMED BY 4 
}ROM LARGE TROUGHS RUNNING THE LENGTH OF THE ROOM. 40 RAL 
KANS ARE ADULTS; 15, $2, 15,9, 15, 10, 15, 45,15, 62,12, 87, 19.41, 04, 
15, 8, 18. 20, 11, 17, Fa*, 21, 17, 13, 9**, 7, 4, 13 HTK. 10 ARE 2D48 YOUNG: 
10.8, 4, 88**, 22,7, 7,7, 13,9 HTK, 5 ARE IDK YOUNG: 6, 4, 1, 8, 2, HTK, 
/HREE OF THESE RALKANS ARE PSIONICS: 


ALKANS DRINKING BLOOD 


* PSIONIC STRENGTH 74, ATTACK/DEFENCE MODES: D/ALL, | MINOR 


DISCIPLINE, BODY EQUILIBRIUM AT 2ND LEVEL OF MASTERY 


22 


** PSIONIC STRENGTH 120, ATTACK/DEFENCE MODES: A/H, |, MINOR 
DISCIPLINES, REDUCTION AT IST LEVEL OF MASTERY, EXPANSION AT 
SRD LEVEL OF MASTERY, MAJOR DISCIPLINE TELEPORTATION AT 2ND 
LEVEL OF MASTERY, 


*** PSIONIC STRENGTH 87, ATIACK/DEFENCE MODES: A, D/ALL, MINOR 
DISCIPLINE, LEVITATION AT 2ND LEVEL OY MASTERY 
FOI IAI AICI I 


11, THE RALKAN EQUIVALENT OF A HOSPITAL. SUNK INTO THE #LOOK 
ARE SIX LARGE VATS OF BLUE LIQUID, WITH THE SIDES RIS 34° ABOVE 
THE FLOOK, FLOATING IN THREE OF THE TANKS ARE INJURED RAL 
KANS, GRADUALLY KEGENERATING FROM THE RAVAGES OF ATHLETES 
FOOT, THE ROOM IS GUARDED BY 2 COMBAT ROBOTS, ARMOURED WITH 
JOINTED ARMS, 2 TENTACLES, AND STUN RODS, ANOTHER THREE NOK 
MAL UNARMOURED ROBOTS WITH 5 TENTACLES TEND THE VATS. 
AGAINST THE WEST RALP OF THE NORTH WALL IS A SHEL UNIT WIT 
SEVERAL DOZEN BOTTLES AND JARS, RALKAN MEDICINES, 27 ARE 
HARMLESS TO HUMANS, 6 ARE TOXIC IN LARGE DOSES, 1) ARD POISON 
OUS IN SMALL DOSES, 9 ARE CORROSIVE ACIDS, AND 3 ACT AS POTIONS 
OF SUPER-HEALING, ONE DOSHE FER BOTTLE. NONE OF [HE BOTTLES 
ARE MARKED IN ANY WAY, 


BEHIND A CONCEALED INSPECTION HATCH IN THE NORTH WALL 1S A 3° 
DIAMETER DISUSED FIFE DUCT, RUNNING TO ROOM [-2, THE LEADER OF 
THE PSEUDO-GERBIL COLONY IN TUNNEL 4 HAS ESTABLISHED A BASE 
IN THIS TUNNEL AND IS TRYING TO RESCUE ALID.AIT FROM ROOM 15. 
AS A FIRST STEP ff HAS MANAGED TO STEAL A 350° LENGTH OF STRONG 
BRAIDED WIRE (SILVER, 100GP), AND TWO DAGGERS (NORMAL, AND +2) 
AND AN ELVEN CLOAK FROM THE EQUIPMENT THE RALKANS CAPTIVES 
WERE CARRYING, THE PSEUDO GERBIL LEADER (3 HTK) WILL BE IN THIS 
TUNNEL 80% OF THE TIME, ALWAYS ACCOMPANIED BY 15-20 OTHER 
ANIMALS. 


FI IDI II IIIA IAI IISA IA AAI SAS SSS SSA ASA. 


12: THE MAIN DOOKS TO THIS ROOM ARE FITTED WITH ELECTRONIC 
LOCKS CONSISTING OF TWO BUTTONS, ONE MARRED WITH A WHITE 
DOT, BELOW 16 LIGHTS ARRANGED IN A 4X4 GRID. AS THE PARTY 
APPROACH 2.16 OF THE LIGHTS WILL FLASH ON, BLINK TWICE, THEN GO 
OUT, THE DOOR IS OPENED BY ENTERING THE NUMBER OF LIGHTS 
SHOWN AS A BINARY SIGNAL, WITH THE BLANK BUTTON AS 0 AND THE 
DOTTED BUTTON AS 1. IF A WRONG ANSWER IS ENTERED, OR NO ANSWER 
IS ENTERED AN ALARM SOUNDS AND THE DOOR LOCKS, THIS TYPE OF 
LOCK SHOULD BE TREATED AS A WIZARD-LOCKED DOOK FOR SPELL 
OSE AND AS A LOCKED ) BARKED DOOR FOR PICKING LOCKs ETC. 
DOORS OF THIS TYPE MUST BE UNLOCKED FROM EITHER SIDE, 


THE ROOM IS A LABORATORY IN WHICH! 6 RALKANS, 2 IN ARMOURED 
CARRIERS WITH RAY G 2 JOLNTED LIMBS AND 2 TENTACLES (8 & 12 
HTK) AND FOUR ON * ARE EXAMINING ONE OF 
THE WEAPONS STOLEN FROM THE MONASTERY OF ETERNAL PEACE 
THIS SUPERFICIALLY RESEMBLES AN ARMOURED MAN CONFINED IN \ 
CAGE IN A CORNER OF THE ROOM BUT IS ACTUALLY REMELY 
UNUSUAL GOLEM, THE AKMOUK OF XIWT; ACS, MOVE . LATTACK 6-46, 
70 WYK, F ITS AS 12D8 MONSTER, INT 10, ALIGN L/E. 


ENTERED BY A HATCH IN ITS BACK, AND C. 
BE WORN AS A SUIT OF ARMOUR, THE *SUTT” ABSORBS 40 HITS, TH 
ALL FURTHER DAMAGE SHARED BETWEEN [Tf AND ITs OCCUP. 
THE “SUIT HAS ALL {RON GOLEM IMMUNITIES TO SPELLS BUT CANNOT 
GIVE ITS WEARER SUCH PROTECTION. IT CAN SPEAK AND HAS A FAIRLY 
WIL. NORM/ ALL D AMPLIFY ITS 
AND ALSO 
ITS WEARER THE POWERS oF INFRAAVISION AND ULTRAVISION 
tHE GOLEM WILL OPPOSE ANY LAWFUL ACTION OF ITs W 
SUCH A DISPUTE. THE SKEL s 

b J | INED FOR A SMALL MAN BUT 
CAN ADJUST ITSELE TO HOLD SOMEONE LF TO 6°" TALL. THE CAGE Is 
MADE OF 4° THICK BARS, TOO STRONG VOR IT TO BEND, 


THE GOLEM IS HOLLOW, 


SCATTERED AROUND THE ROOM ARE VARIOUS DEVICES THE RALKANS 
ARE USING TO INVESTIGATE THIS STRAN “ROBOT” MOST AKE OF 
LITTLE USE N-TECHNOLOGICAL CIVILIZATIONS, BUT ONE IS 4 
TRIPOD-MOUNTED LASER, THIS FIRES \ MEAM CAPABLE OF SD6 DAMAGE 
STRIKING ALL FORMS OF ARMOUK AS ACS (ACH LF POLISHED METAL, 
AC4 1F MIRROR-SURFACED) WITH NORMAL DEXTERITY AND MAGICAL 
BONUSES. IT CAN FIRE 14 SHOTS AND IS RECHARGEABLE, FROM ANY 
400 VOLY N (THE SEANDARD KALK 
M). THE CHARI AD 1S COILED ON \ HOOK SOME DISTANCI 
AWAY. ONE OF THE RALK. IS PREPARING TO FIRE THIS LASER AS 
THE PARTY ENTER. IT CAN BE USED ONCE PER ROUND 


IN ANOTHER CORNER OF THE ROOM IS A MECHANICAL STRENGTH 
TESTING MACHINE, TO WHICH HAS BEEN FITTED A BLACK 2-HANDED 
SWORD MARKED KINGSLAYER IN ELVEN R Ss. THIS SWORD IS ONE OF 
THE WEAPONS STOLEN FROM THE MONASTERY OF ETERNAL PEACE 
AND IS ACTUALLY A TRAPPED TYPE 1V DEMON; THE 5 
AS A +3 SWORD, LIFE STEALING, AND CAPABLE OF CAS 
15’ RADIUS, TELEPATHIC AND SPEAKING ELVISH, DROW, ORCISH, 
ALL, EVIL ALIGNMENT TONGUES PLUS COMMON, INTELLIGENCE 18, EGO 
25, ALIGNMENT CK. ONGE PICKED Uf THE SWORD CANNOT BE RELEASED 
(NO SAVE) AND WILL DRAIN A YEAR OF LIFE POR EACH MONTH IT IS 
CARRIED, IT WILL ALWAYS TRY TO DOMINATE AND CONTROL ITS 
BEARER, AND ITS AIM IS TO CONDEMN THE BEARER TO HELL, 1F IT CAN 
SUBVERT FIVE MORE VICTIMS TO DAMNATION [Tf WILL BE FREED. IN 
f'S CURRENT FORM THE SWORD IS UNABLE TO USE ITS FULL POWERS 
BUT IS IMMUNE TO NORMAL. TURNING OR EXORCISM AND CAN ONLY BF 
REMOVED BY A WISH OR HOLY WORD, EVEN THEN TT RETAINS [TS 
NOKMAL 65% MAGICAL RESISTANCE, 


THERE IS A CONCEALED INSPECTION HATCH {N THE SOUTH WALL, 


LEADING TO THE TUNNEL FROM ROOM [1 (SEE 11). 
FEI III III II III III I ISIS IIIA I 


13: ANOTHER LABORATORY, WITH THE SAME TYPE OF DOOR AS 12. 
THIS ROOM HOLDS MOST OF THE PRISONERS FROM THE INVASION IN A 
HUGE PIT GUARDED BY TWO RALKANS IN ARMOURED CARRIERS WITH 
4 TENTACLES AND STUN RODS, 15 AND 12 HTK, AND ANOTHER RAL . 
IN A SPECIAL CARRIER, THIS RALKAN IS 4D8, 23 HTK, AND iS A GENET- 
ICALLY MODIFLED CLONE, FIGHTING UNARMED WITH 4 ATTACKS 1.3, 
BEAK 1-4, BLOOD LOSS 2.5, THE CARRIER HAS 2 JOINTED ARMS, A STUN 
ROD, A RAY GUN AND A TENTACLE, THE TENTACLE tS ELECTRIFIED TO 
GIVE A 26 SHOCK. THE CARRIER MOVES AT 16", AND ITS DOME IS ACI 
20 POINTS OF DAMAGE, BEFORE FAILING, TWO NORMAL ROBOTS 
AKE ALSO PRESENT. 


THE PEE HAS 40° HIGH SLIPPERY SIDES AND IS OCCUPIED BY 12 CAPTIVES, 
ALL UNARMED, DIRTY, IN RAGS, AND SUFFERING FROM MILD MAL 
NUTRITION, NONE HAVE MANAGED TO RETAIN ANY OF THEIR EQUIF- 
MENT, WEAPONS, OR MAGICAL COMPONENTS: 

ALID-AIT: HALFLING DRUIDESS, LVL 4, 21 HTK, PSIONIC, STR 35, ATT/ 
DEP MODES C/?, H, MINOR DISCIPLINE: DETECTION OF MAGIC (LVL 2), 
+ TELEPATHY (LVL 4), POTENTIAL MINOR POWER: 


GUK: BARBARL/ AN, LVL 7, 54 HTK, STR 18.34, DEX 16, ALIGN 


DPATE*sMALE HALFLING MUSHROOM FARMER, 2 HTK. 
IT: MALE DWARVEN FIGHTER, LYL 3, 22 HTK, STR & CON 17, 


DEX 4, ALIG 


WOLIG: MALE ELVEN MAGIC USER, LVL 4, 9 HTK, ALIGN LG_ 


+ 


CAROL THE CLEVER; FEMALE HUMAN THIEF, LVL 4, 31 HTK, INT & DEX 
17, WIS 5, ALIGN N 
FATHER GUMB 
USES, ALIGN NG. 
LOLA HSIUNG; HUMAN FEMALE, BARMAID, $ HTK. 

ALJ NOLUN: MALE HUMAN, LVL 4, MONK OF MONASTERY OF EFERNAL 
PEACE, (5 TK, ALIGN 
QUICKBLADE: HUMAN MALE FIGHTER, BANDIT, LVL 6,42 HTK, ALIGN NE. 
UNGO WARTNOSE: HALF-ORC MALE ASSASSIN, LVL 4, 11 ITTK, ALIGN CE, 
GUDGE VINGLE: MALE DWARVEN PIGHTER-ALLUSIONIST, LVL 2, 4 HTK, 
ALIGN N 


HUMAN MALE CLERIC. LVL 4, 14 HTK, NO SPELL BON. 


Hoth PET IS UNFURNISHED & 
FOOD (DRIED 


eT FOR A WATER TROUGH, 
AND SOME SLEEPING MATS, 


A BAG OF 


i: ANOTHER LABORATORY, WITH THE SAME TYPE OF LOCK AS [2 
THERE ARE SEVERAL FREESTANDING BENCHES AROUND THE ROOM, 
AT WHICH THE RALKANS ARE CONDUCTING VARIOUS ES KIMENTS, 


THERE ARE TWO KALKANS GUARDING THE ROOM, BOTH IN ARMOURED 
CARRIERS WITH STUN KODS AND TENTACLES, 15 & 18 TR 


AGAINST THE MIDDLE OF THE ST WALL IS AN OPEN VERTICAL SHAPT 


DROPP! 400" DOWN TO A CAVE (24). THE SHAPT IS USED FOR RUBBISH 
DISPOSAL, 
AT BENCH 1, THREE RALRANS, I], 14, # ATR, ARE DISSECTING A MALI 


BOLE 
t ELS AND DISSECT 
ENE LT PLATINE M, VALUE $00 GIP BENCHE 


‘SS BROTHER, SEE 13), THEY ARE US 
JOOLS MADE OF HARD. 


7% 10 ARE NOTIN USE 


BENCH 4 IS OCCUPTED BY A LARG 
ARE STUDYING [2 PSEUDO-GERRBIL 
IN THEIR STUDIES AND THE ANIMALS HAVE PREPARED 
PLAN THEY INTEND TO USE IF THE RALKANS ARE SUFFICIENTLY Dis. 
LD, AT PRESENT THE RALKANS IN CHARGE OF TITS PROJECT 
THE REFECTORY. 


AGE/MAZE IN WHICH THE RALKANS 
. THEY ARE TAVING LITTLE s 


JOINTED 
ESEMBLING A CHAIN 


ARMS AND A SPE 
SAW (DAMAGE 5-18) IS VIVISEC 
WHICH IS FLAILING § 12° TENTAC 
THE TABLE OK AMPUTATED. THE RALK: 
PLATINOM SCALPELS (150GP), AN ASSOR’ 
CEPS, ETC, AND A PORTABLE TIMULATOR RESEMBELING A 
CATILE ®ROD, CHARGED FOR 7 406 SHOCKS, 


BENCH 6 IS OCCUPILD BY AN OPTICAL T ING DEVICE AT WHICH A 
RALKAN (14 FITR) [5 EXAMIN A LARGE SEMI-TRANSPARENT DAGGLRK 
THIS IS +5, MADE OF GLASSTERL, AND KETURNS TO THE HAND IF 
THROWN, IT WILL ALSO TRAVEL ETHERLALLY THROU UP i “Ok 
SOLID MATTER AT ITS OWNER'S WISH, THIS MOWER CAN ONLY BE CUSED 
ONCE A DAY, BUT WILL FUNCTI TWICE Ib THIS IS THE ONLY WAY TT 
SAN RETURN TO THE THROWER'S AND 


MIGAL AFPARATIS USED TO 
THLETES FOOT THERE ARE A 
TWO HOLDING ACTIVE FUNGUS 
S HAVE NATURAL OR INDUCED 
3 ALL THOSE IN THIS ROOM AND 
14,17 & TEER 


RENCH 8 HOLDS AN ASSORTME, NT OF CI 
£ AGAINST 
SEALED FLASKS ON THR TABLE 
T PRESENT 319% OF RALK 
TO THIS DISEASE, INCLUD 
ROOM 14, THREE RALKANS ARE WORKING HERE, 


BENCH 9 IS OCCUPIED HY AN ASSORTMENT OF FTEMS STOLEN DURING 
THE INVASION, THESE INCLUDE AN IRTMENT OF GEMS (POTAL 
VALUE 160 GP), THREE BROAD SWORDS, \ +1 SHIELD, \ DISMANTLEI 
SUIT OF PLATE ARMOUR, VARIOUS DOMESTIC IMPLEMENTS, AND THE 
CROWN AND ORB OF THE HIGH ANARCH OF ZOLITT: 


THE CROWN CAN ONLY BE WORN BY CHAOTICS, AND INFL 
BURNS ON ALL OTHERS. [T CONSISTS OF A GOLD CIRCLET SET WI 
EMERALDS EITHER SIDE OF A LARGE DIAMOND, EACH EMERALD WILL 
EMIT ONE SPELL ONCE PER DAY: SLEEP, LIGHTNING BOLT (1 1D6), CHARM 
CHARM MONSTER, FIREBALL (1116), WEB [AS 11TH LVL MU). 
N BE UNSCREWED FROM THE CROWN AND WORN AS RINGS, 
AND WILL STILL FUNCTION 


THE DIAMOND HOLDS SIX SPELLS WHICH CAN ONLY BE USED ONCE; 
DEATH SPELL, DISINTEGRATE, PART WATER, CONTROL WEATHER, GLOBE 
OF INVULNERABILITY, AND SPIRITWRACK, WHEN ALL HAVE BEEN USED 
THE GEM DISINTEGRATES, THE CROW: F GENERATES A PRO. 
TECTION FROM EVIL S¥! BUT AFFECTING LAWFUL ATTACKS AND 
SPELLS. IT ALSO LETS ITS WEARER DETECT HIGHLY LAWFUL BEINGS OR 
OBJECTS AT 50° RANGE. AS A NON-MAGICAL JEWEL TT 1S WORTH 1600GP_ 


THE ORB WILL NOT HARM OK FUNCTION FOR NON-CHAOTICS HOLDING 
PL. 17 iS A 6" SILVER SPHERE TOPPED WITH A FOUR-ARKOWED SYMBOL 
OF CHAGS, TE THE SYMBOL IS TWISTED CLOCKWISE THE ORA SOUNDS A 
+ MUSIC BOX TUNE FOR 2- 9S THEN SPLITS OPEN, RE. 
S A TINY GREEN HAND, AND CLOSES AGAIN. THE HAND RAPIDLY 
TO \ PULL SIZED TROLL, DOUBLING [IN ND HIT POINTS 
NTIL COMPLETE, THIS POWER © INCTION ONCE 
ISE THE ORB POLYMORPHS 1 
j VLINDER witlttA? DLE LF THROWN Pf RELE 
FIRERALL ON IMPACT BL is ITSELE UNHARMED AND 
NORMAL SHAPE, THIS POWER IS MBLE € EA DAY, PL 
SYMBOL MAKES THE ORB TRANS ¢ 
POLYMORPHING ANYONE HIT ON A NATURAL 20 INTO A FROG, PULLING 
OUT THE SYMBOL WILL FIRST RESTORE THE ORB TO NORMAL SHAPE 
THEN TE POLLED AGAIN (OR ON FIRST FULL IF NOT TRY PORMED) 
WILL TELEPORT ITS HOLDER A RANDOM DISTANCE IN A KANDOM DIR. 
ECTION. THE SUBJECT WILL NOT MATERIALISE INSIDE A SOLID OBJECT 
OR UNDERWATER BUT MAY APPEAR IN MID ATK. THE ORF WILL NOT 
TELEPORT WITH TES VICTIM, THE LATTER POWERS MAY BE USED AT 
ANY TIME, THE ORB 1S WORTH 900 GP_AS A NON-MAGICAL EPEM. 


GROWS 
EVERY SEGMENT 


BENCH 10 IS OUTHITTED FOR CHEMICAL EXPERIMENTS AND HAS A 
RACK OF 120 REAGENTS (30 HARMLESS BUT USELESS, 8 POISONS, 6 
STRONG ACIDS, 17 FLAMMABL 9 BOTTLES, MERCURY, 
CRUSHED DIAMONDS (120 GP), CRU INE, SELYV ER TURNID 
(25 GP), PURIFIED WATER, SALTPETRE, SULPHUR, POWDERED COPPER, 
SYNTHETIC RUBY CHIPS (150 GP). THE APPARATUS WILL BE USE ro 
ANYONE EXCEPT AN ALCHEMIST, VALUE 100-150 GP TO SUCH SPROLAL- 
ISTS, THREE RALKANS ARE AT THIS STATION, 12, 17,9 HTK. 


ON THE SOUTH WALL IS ANOTHER POSTER OF THE RALKAN | EADER, 
COVERING A LOCKED DOOR LEADING, VIA A LOW SERVICE 
A LIFE SHAFT RUNNING FROM ROOMS 18 TO 19, THE Lif’ 
STOPPED AT THIS LEVEL BY [TS OCCUPANTS BUT CANNOT BE SUMMONED, 
THIS CORRIDOR 1S THE LAIR OF A PHASE SPIDER. 25 HTK.NO TREASURE, 

PA III AIA IAAI AAAI 


THE DOOR IS LOCKED WITH A PANEL OF 24 
UNMARKED, | AND 2 DOTS. THE LOCK 
AS THOSE ON KOOMS 12 TO L4 BUT RE- 
QUIRES TTS NUMBER TO BE ENTERED? AS A BASE THREE SIGNAL, AND 
DISPLAYS 4-24 LIGHTS, 1F THE LIFE ISON LVL 1 IT WILL TAKE 2 ROUNDS. 
TO ARRIVE BEFORE THE DOOR OF: . THE LIFE 1s CONTROLLED BY 
TWO BUTTONS, FOR UP AND DOWN MOV! . THE CORRIDOR FROM 
15 TO 16 IS FITTED WITH PRESSURE PADS SOUNDING ALARMS IN 
ROOM 16, WITH A 50° DEER FIT Th (Y) OPENING UNDER A WEIGHT 
OVER 400 LB, AND WITH TWO LOCKED DOORS PICKED AT -10% PRO. 


ABILITY 
PAA A IAAI AIA IA IA AADAC 


15: A LIFE UP TO LVL 1 
LIGHTS OVER THREE BUTTON 
FUNCTIONS IN THE SAME WA 


16; A GUARD ROOM HOLD FOUR SPECIAL COMBAT CARRIERS OCCU. 
FIED BY 4D8 RALKAN CLONES, 23 HTK AS ROOM 13°S GUARD. THE ROOM 


IS EMPTY OTHERWISE, 
ot 


17: THE DOOR TO THIS KOOM IS LOCKED, PICKED AT -10% PROBABILITY. 
If 18 ANOTHER GUARD ROOM AND ARMOURY. TWO MORE SPECIAL 
CARRIERS WITH 4D8, 24 HTK JONES ARE IN THE ROOM PLUS 3 UN. 
OCCUPIED SPECIAL CARRIERS, ‘© COMBAT ROBOTS WITH ARMOUR, 
STUN KODS AND 4 TENTACLES ARE ALSO PRESENT. ON RACKS AROUND 
THE WALLS ARE AN ASSORTMENT OF WEAPONS AND EQUIPMENT; 

4 SELF-POWERED STUN RODS, THESE ARK IDENTICAL TO THE CARRIER 
UNITS BUT HAVE A BUTT (DESIGNED FOR A TENTACLE), A CABLE AND 
POWER PACK, 

6 SELF.POWERED RAY GUNS (AS ABOVE). 

6 GRENADES (EXPLODE AS 4D6 FIREBALL). 

4 GRENADES (REL 30’ CLOUD OF POLSON GAS). 

9 GRENADES (REI E 20' CLOUD OF FLUORESCENT ORANGE DYE, 
EMITTING A FOUL SMELL BUT HARMLESS. THIS DYE WILL NOT BECOME 
INVISIBLE AND TAKES 3-6 DAYS TO WEAR OFF CLOTHING, SKIN, ETC. 

4 FIREPROOF SUITS FOR RALKANS (MAY FIT SMALL DWARVES OR LARGE 
MALFLINGS), 


NONE OF THE ABOVE ARE OF SELF-EXFLANATORY DESIGN. THE STUN 
RODS CAN EASILY BE HELD THE WRONG WAY ROUND, THE RAY GUNS 
CAN BE HELD SO AS TO POINT AT THE FLOOR WHEN APPARENTLY AIMED 
AHEAD, AND THE GRENADES ARE ALL FEATURELESS 9° RUBBERY 
BALLS EXPLODING 5 SEGMENTS AFTER THEY ARE SQUEEZED, 


THERE 1S. ALSO AN ASSORTMENT OF SPARE taht ¥OR RALKS AN WEA 


HEARINGS, VAL 
EACH, FLUS AN 
EXPLORERS, 


10 GP EACH, 4 RE 


ASSORTMENT OF OTHER COMPONENTS OF NO USE TO 


FIXED TO TE AST WALL IS A TRANSPARENT PLASTIC CASE HOLDING 
A FEW SOUVENIRS OF THE INVASION, IN IT ARE A SWORD (+3 DANCING 
BLADE), \ SMALL JEWELLED STATUE OF \ NYMPH (VALUE 1200 GP), A 
SMALL ¢/ SIIELD, THREE POTION VLALS (ALL POISON), A CROSSBOW 
AND BOLTS, AND SOME COINS AND INGOTS (VALUE 120 GP), THE CASE IS 
LOCKED AND BOOBYTRAPPED TO GIVE A 2D6 SHOCK IF METAL PICKS 
ARE USED, AND WILL TAKE 20.25 POINTS OF DAMAGE BEFORE SHATTER- 


ING LP FORCED. 
FAIA HIPAA AAAI AAS SASS ASK 


18: THE DOOR TO THIS ROOM IS FITTED WITH ANOTHER BASE $ NUMER 
IGAL LOCK, AS THE DOOK TO 13. IT IS ALSO EQUIPPED WITH A ONE-WAY 
ARMOURED GLASS PANEL AND WITH 4 LES AROUND THE FRAME 
if N A CLOUD RAPIDLY 
4 CAN BE ACTIVATED BY A 
NE WHO GUARDS THE DOOR, ANOTHER THREE 
AROUND THE ROOM, 


BEING AT OTHER POL 


THIS 18 THE MAIN CONTROL ROOM OF THE COMPLEX AND [IS FITTED 
WITH FOUR LONG INSTRUMENT PANELS AND A HUGE DISPLAY SCREEN 
COVERING THE ENTIRE NORTH WALL, 


PANEL A CONTROLS THE AC 
AND IS ATTENDED BY SIX RAL 
THE CLONE GUARDS. 


Al, FIRING OF RALKAN SPACECRAFT, 
NS 12.9. 15, 15, 14, 18 HTK AND ONE OF 


PANEL B CONTROLS INTERNAL PRE-LAUNCH MOVEMENT OF CAPSULES 
ON TTS LEFT HALF AND INTERNAL RATIONING OF ELECTRICAL POWER 
TO THE RIGHT, IT 1S ATTENDED BY ANOTHER SIX RALKANS 12, 17, 11, 
4, 19 HTK. 


PANEL CE 
LOCAL DE 


YDLES COMMUNICATIONS, INT! SECURITY MONITORS, 
NCES OUTSIDE THE COMPLE: IT [S POSSIBLE FOR 
THIS PANEL'S CONTROLLERS TO LOCK OR OPEN ANY DOOR IN THE . 
LEX, TO SUMMON TRIPODS AND AIRCRAFT FROM OTHER COMPLEXE 
AND TO LISTEN TO CONCEALED MICROPHONES THROUGHOUT THE CO! 
PLEX, EIGHT RALKANS OPERATE THIS PANEL, 22, 10, 16, 11, 15, 21,9, 14 
HTK, WITH ANOTHER OF THE CLONE GUARDS. 


THE SCREEN ON THE NORTH WALL DISPLAYS A VIEW OF THE SPACE- 
CRAF ‘T LOADING BAY (22), TT 1S POSSIBLE TO Us . CONTROLS TO 
N VARIOUS AREAS OF THE COMPLEX, BUT THEY CAN 
ANIPULATED TO CAUSE SEVERE PERMANENT DAMAGE (EG 
(DOWN) AND RANDOM MOVE tT OF KNOBS ETC HAS ONLY A 
10% CHANCE OF PRODUCING ANY MEANINGFUL RESULT. 


IN THE SE PART OF THE ROOM IS A LARGE TABLE, D AROUND WHICH 
ARE TWELVE RALKANS, ALL IN CARRIERS. THOSE ON THE NORTH AND 
SOUTH SIDES ARE NOKMAL KALKANS IN UNARMOURED CARRIERS 
WITH 5 TENTACLES, 11, 19, 22, 10, 8, 18, 14, 21, 14, 17 TK, AT THE RAST 
END IS ANOTHER 4D8 23 HTK CLONE IN ITS SPECIAL COMBAT CARRIER, 
AND AT THE WEST END 15 THE RALKAN LEADER, WHO IS GENETICALLY 
MODIFIED, 5D8, 54 HTK, UNARMED ATTACKS 4 X 14, BEAK 1-6, BLOOD 
LOSS 1-8, AND IS A PSIONIC, ATTACK/DEY ck MODES C/G, 1, PSIONIC 
STRENGTH (20, MINOR POWERS; ESP (1ST LEVEL) AND INVISIBILITY (SRD 
LEVEL); MAJOR POWER; TELEPATHY (2ND LEVEL). IT IS IN ANOTHLA 
SPECIAL COMBAT CARRIER, BUT HAS ALL LIMBS ELECTRIFIED I AD 

THE TENTACLE, THE RALKANS AT THIS TABLE ARE DIS! ; 


THERE WILL BE A SUITABLE PLANETARY IN. 
JUNCTION, SUCH CONJUNCTIONS OCCUR FOR TWO WEEKS EVERY 14 
MONTHS. THERE IS ANOTHER Mi H OF PREPARATION NECESSARY 
BEFOR INVASION CAN TAKE PLACE, AND ANY DELAYS THE PARTY 
CAUSES SHOULD BE ADDED TO THIS PERIOD. RECESSED INTO THE SOUTH 
WALL IS A LARGE DISPLAY CASE, E, HOLD' MODELS OF THE ISLAND 
OF SKORG, TWO OF ITS MAJOR SEAPORTS, AND THREE INLAND TOWNS, 
BLUE MARKERS IN THE APE OF CYLINDERS ARE STUCK EN TH? 
MODELS AT SEVERAL POINTS. THESE MODELS ARE ACCURATE KEP. 
RESENTATION OF THE PROPOSED) RALKAN INVASION POINTS, AND 
WOULD BE OF GREAT USE TO THE KING OF SKORG AND HIS MILITARY 
STAFF. 


IN THE MIDDLE OF THE SOUTH WALL IS A LOCKED DOOR TO A LIFT 
DOWN TO ROOM 19. THE LIFT IS CONTROLLED BY THREE BUTTONS; THE 
UPPER TO SEND THE LIFT UP, THE LOWER TO SEND [T DOWN, AND THE 
MIDDLE BUTTON TO STOP IT, PRESSING A BUTTON (UP OR DOWN) ONCE 
SETS THE LIFE MOVING AT 25'/ROUND, PRESSING TWICE SETS THE LIFT 
INTO RAPID MOTION, TO TRAVEL DOWN TO 19 THE LIFT FALLS FREELY 
FOR 4 ROUNDS THEN DECELERATES AT 2G FOR 1% ROUNDS, TO TRAVEL 
UP FROM 19 TO 18 THIS PROCESS IS REVERSED, PRESSING THE STOP 
BUTTON AT THESE SPEEDS CAUSES A 5G DECELERATION FOR TWO 
THIRDS OF A ROUND. THERE IS AN INTERMEDIATE LANDING IN THIS 
SHAFT, {SEE 14) 


HIP IAD AAAADAAAIA ISAS AAA ASS SAASSASASAA 


WEEKS AHEAD, WHE 


19: THES SMALL ROOM IS PRIMARILY AN OBSERVATION POINT AT THE 
BASE OF THE SPACECRAFT LAUNCHING SYSTEM, ONE RALKAN, IN AN 
UNARMOURED CARRIER WITH 5 TENTACLES, 18 HTK, IS SETTING UP A 
TV CAMERA CONNECTED TO ROOM 18 HEHIND THE HEAVY ARMOURED 
GLASS SHEET IN THE SOUTH END OF THE ROOM. IT IS AIDED BY TWO 
ROBOTS WITH SPECIALISED TOOL-TIPPED TENTACLES (ARMOURED AND 
STANDARD), THERE IS A CONCEALED KEYHOLE TO THE EAST OF THE 
WINDOW, WHICH ACTIVATES MOTORS RETRACTING THE GLASS INTO 
THE FLOOR, THERE 1S A 40° DROP FROM THE FLOOR OF 19 TO THE MAIN 
FLOOR. 


THERE IS A CONCEALED HATCH IN THE NORTH WALL OF 19, REVEALING 
A 4 SQUARE TUNNEL RUNNING NW AND DOWN AT 305 LEADING TO 
CAVE 24. THE DUSTY FLOOR SHOWS MARKS OF FREQUENT USE. 


20: TS KOOM, ROOM 22 AND THE TUNNEL TO THE LAUNCHER 24, ARE 
ALL LIT BY INTENSE FLICKERING BLUE-WHITE LUMINOUS PANELS FIXED 


(O THE WALLS AND CEILINGS, ANY CHARACTER WHO USES IN FRAVISION 


SUCH CHARACTERS HAPPEN TO BE EPILEPTICS THEY MUST MAKE AN 
ADDITIONAL SAVE, AT -2, TO AVOLD SUFFERING A SEVERE ATTACK. 


ROOM 20 ITSELF HAS A 150° CELLING AND IS GUARDED BY FOUR NORMAL 
RALKANS IN SPECIAL COMBAT CARRIERS () 13) FITTED WITH FULLY 
CHARGED LIGHTNING RODS AND FLAME GU 14, 24, 11, 16 WTR, THERE 
IS A FORCE FENCE INFLICTING 4D6 BURN DAMAGE BETWEEN 20 AND 22, 


40° HIGH, 
FOI III I 


21; A CENTRIFUGE, THE CABIN IS J INLIT CHAMBER 80° LONG AND 30° 
IN DIAMETER, TAPERED SLIGHTLY THE ENDS. THE DOOR OPENS IN- 
WAKD AND IS NOT LOCKED, THE CABIN WALLS ARE THINLY PADDED, AT 
THE WEST END IS A CONTROL PANEL INSET INTO THE BULRKEAD, WITH 
TWO KNOBS AND ONE BUTTON, THE KNOBS ARE LABELLED IN RALKAL 

NUMERALS FROM 2 fO 7, THE BUTTON IS UNMARKED. THE LEPIALA 
KNOB SETS DURATION, IN UNITS OF THREE ROUNDS, THE RIGE 
KNOB SETS ACCELERATION IN RALKAN GRAVITIES. KNOBS ARE TWISTED 
CLOCKWISE TO INCREASE THE TIME OR ACCELERATION, THE BUTTON 
STARTS THE MACHINE AND LOCKS THR CONTROLS, THEKE Is NO ort 
CONTROL, AS THE MACHINE STARTS THE DOOR WIL 
LOCK, OPENING WHEN THE MACHINE STOPS, THE COD 


MACHINE STU 
THE OCCUPA 


OWARDS THE OUTER WALL, FOLLOWED BY A STEADY 
FORCE AS THE MACHINE REACHES CONSTANT SPEED. BOTH MAY CAUS 
SOME INJURY. 1E THE CENTRIFUGAL FORCE (IN NORMAL GRAVE 
MULTIPLIED BY $3 EXCEEDS A CHARACTER'S CONSTITUTION THEY WILL 
TAKE {-3 POINTS OF DAMAGE PER ROUND IN STEADY SPIN 


THE CENTRIFUGE CHAMBER IS A FLAT CYLINDER WITH A 45° CEILING, 
THE CABIN AND THE COUNTERWEIGHT CLEARING THE FLOOR BY 5 
FEET. THE COUNTERWEIGHT IS A BLOCK OF SILVER 30°X20°X10", MASS 
1760 TONS AND VALUE 2 MILLION GP. IF SOMEHOW REMOVED FROM 
THE MACHINE AND RETURNED TO DORN THIS BLOCK WILL CAUSE AN 
IMMEDIATE CRASH IN THE PRICE OF SILVER, AND THERE IS A 70% 
CHANCE THAT THIS WILL LEAD TO THE COMPLETE COLLAPSE OF THE 
ECONOMY. THE MINIMUM REDUCTION IN SILVER VALUES WILL BE 
AROUND 95%, 


THE TABLE FOLLOWING LISTS EQUIVALENT RALKAN AND NORMAL 
GRAVITY FORCES, THE DAMAGE CAUSED BY THE STARTING JERK, AND 
THE TIME NEEDED FOR ONE REVOLUTION OF THE MACHINE: 
ACCELERATION, RALK (NORMAL) G: 2( 1%) 3(2) 4(2%) 5(3%4) 6{4) 7(4%) 
STARTH DAMAGE, HIT POINTS: a] 14 26 2-8 5-9 4-12 
ROTATION TIME, SECONDS: 4 0 8 7 0 5 


DAMAGE CAUSED BY THE CENTRIFUGE IS HALVED BY A SAVING THROW 
AGAINST SPELLS. EQUIPMENT AND MAGIC ITEMS SHOULD SAVE AGAINST 
DAMAGE, AS AGAINST A FALL. ANY OBJECT OR PERSON STRUCK BY THE 
MOVIN! BIN OR COUNTERWEIGHT WILL TAKE 4-48 POINTS OF DAMAGE, 
OBJECTS SHOULD SAVB AS AGAINST A CRUSHING BLOW, 


THE MACHINE IS OF STRUCTURAL STRENGTH 140, WITH ITS BEARINGS 
AND MOTORS BURIED DEEP UNDER THE FLOOR. ITS DESTRUCTION WILL 
DELAY AN INVASION BY 13 MONTHS DUE TO DIFFICULTIES IN THE 


KALKAN TRAINING PROGRAMME, 
toto tok 


22: SPACECRAFT LOADING BAY, THE FLOOR IS DIVIDED INTO TWO 
LEVELS, WITH 25° BELOW THE REST SURFACED WITH SMOOTH CERAMIC, 
THE UPPER SECTION IS PATROLLED BY TWO OF THE 25 HTK CLONES IN 
SPECIAL CARRIERS LIKE THOSE USED IN ROOM 20, PLUS FOUR ROBOTS 
WITH ARMOUR, COMBAT BRAINS, STUN RODS AND FOUR TENTACLES. 


THE UPPER FLOOR FORMS FOUR RACKS SUPPORTING THE ENDS OF 12 
GLEAMING CYLINDERS, THE RALKAN SPACECRAFT. EACH 15 180° LONG 
AND 70° WIDE, WITH A 20° DIAMETER HATCH AT THE WEST END, SCREW- 
ING INTO THE MAIN BODY OF THE CRAFT. THE INNER COMPARTMENT IS 
150'X40', STRUCTURAL STRENGTH 170. 


CAPSULES D-G ARE FULLY LOADED, SEALED, AND LOCKED. EACH HOLDS: 
18 RALKANS IN DRUG-INDUCED SUSPENDED ANIMATION, PLUS FOOD 
AND PERSONAL EQUIPMENT; COMPONENTS FOR TWO TRIPODS, PLUS 54 
GAS MISSILES AND 9 LIGHTNING GUNS; 9 ARMOURED PERSONAL 
CARRIERS, PLUS 9 OF EACH TYPE OF WEAPON, SPARE LIMBS, ETC, 9 
COMBAT BRAINS FOR CARRIERS; “OF NECESSARY COMPONENTS FOR A 
KAN AIRCRAFT, CAPSULES A, 8 & C ARE EMPTY AND UNLOCKED. 
S Hel, ARE LOADED WITH EQUIPMENT BUT DO NOT HOLD RAL- 
ND ARE LOCKED BUT NOT SEALED, 


DESTROYING CAPSULES A-C WILL NOT DELAY ANOTHER INVASION, 
SINCE EXTRA CAPSULES ARE STOCKPILED IN A CAVE 4 MILES SOUTH 
OF THE MAIN COMPLEX, HOLDING 25 CAPSULES AND TWELVE GUARD 
ROBOTS, ALL AKRMOUKBD WITH 5 TENTACLES & COMBAT BRAINS. 


DESTROYING CAPSULES D-G WITH CONTENTS WILL DELAY AN INVASION 
BY NINE WEEKS PER CAPSULE 


DESTROYING CAPSULES H-L. WITH CONTENTS WILL DELAY AN INVASION 
BY SIX WEEKS PER CAPSULE. 


ON THE LOWER AREA fS A LARGE MACHINE, A 20' HIGH METAL BOX [(X) 
FITTED WITH 4 JOINTED METAL ARMS ON ITS UPPER SURFACE, WHEN A 
CAPSULE IS TO BE MOVED THE REMOTELY CONTROLLED DEVICE MOVES 
ATH (BY MAGNETIC LEVITATION AND TRACTION) AND THE 
RADLE AND LIfT ff, ALLOWING IT TO BE MOVED FROM THE 
RACK, TWO MORE OF THESE MACHINES ARE STORED IN A TUNNEL AS 
UNDER THE UPPER FLOOR. EACH IS STRUCTURAL STRENGTH 40, 
ACL, DESTROYING ONE WILL NOT DELAY AN INVASION, TWO WILL DELAY 
AN INVASION BY 6 WEEKS, ALL THREE WILL DELAY AN INVASION BY 
FOUR MONTHS. 


tf A CAPSULE IS TO BE LAUNCHED IT WILL BE MOVED EAST DOWN THE 
CORRIDOR. AT POINT Y A MACHINE EMERGES FROM THE WALL 40° 
ABOVE THE FLOOR AND SPRAYS THE CYLINDERS 
THICK LAYER OF SOLID ROCKET FUEL, DRYING ALMOST INSTANTLY. 
THIS MECHANISM IS OF STRUCTURAL STRENGTH 25 AND WITHDRAWS 


BEHIND THICK REMOTE-CONTROLLED DOORS WHEN NOT IN USE. LF’ 


DESTROYED THERE 1S A 60% CHANCE OF AN EXPLOSION CAL 6-60 
POINTS OF DAMAGE FOR 500° EITHER SIDE OF THE OPENING, AND AN 
INVASION WILL BE DELAYED BY 4-6 MONTHS. 


ONCE THE SPRAYER RETRACTS THE CAPSULE MOVES ON THROUGH AN- 
OTHER FORCE CE (DAMAGE 4D6) WHICH WIL OT AVFECT THE CAP. 
SULE CONTENTS, AND THEN FAST TWO HUGE CERAMICCOATED STEEL 
DOORS (Z) AND OVER A SECTION OF FLOOR, LVENTUALLY BRING 
PLACED WITH ITS EAST END DOWNWARDS AT THE BASE OF THE 
LAUNCHER (23). THE CARRIER THEN WITHDRAWS TO THE LOADING BAY 
AND THE DOORS (Z) CLOSE, 


ott I 


OPERATION COUNTERSTRIKE 


23: LAUNCH SYSTEM, THIS CONSISTS OF A VERTICAL SHAFT UF TO THE 
LAUNCH TOWER LINED WITH 40 MAGNETIC ACCELERATOR RINGS AND 
SIX SUPERCONDUCTOR CABLES, WITH THE SAME SPECIFICATIOD AS 
THOSE IN THE LAUNCH TOWER, IF A CAPSULE IS TO BE LAUNCHED [1s 
SEIZED BY INTENSE MAGNETIC FIELDS AND ACCELERATED AT 12 RAL 
KAN GRAVITIES (8G) FOR % ROUND. ONCE CLEAR OF THE TOWER THERE 
ARE 1% ROUNDS OF FREE FALL THEN AHEAVY LASER BURIED BENEATH 
STEEL SLIDING DOORS UNDER THE SHAFT FLOOR IS REVEALED, VIRIN 
A BEAM THAT CAUSES THE SOLID ROCKET FUEL IN THE CAPSULE B, 
TO ACCELERATE IT AT 9 RALKAN GRAVITIES (66) FOK ANOTHER 4 
ROUNDS, DAMAGE PER ROUND FOR UNPREPARED OCCUPANTS AT 8G IS 
4-32, AT 6G 15 4-24, 


IF ALL LAUNCH RINGS AND CABLES IN THE SHAFT \RE DESTROVED 
ANOTHER INVASION WILL BE DELAYED BY 12-18 MONTHS. IF THE SHAFT 
1S SOMEHOW BLOCKED OR CLOSED THERE WILL BE \ DELAY OF | WEEK 
PER FOOT OF BLOCKAGE, TRIPLED IF THE ENTIRE SHAFT [S SOMEHOW 
CLOSED AND DOUBLED IF OVER HALF IS CLOSED, ‘ 


THE LASER SYSTEM HAS A STRUCTURAL STRENGTH OF 24, 
CEALED UNDER REMOTELY CONTROLLED DOORS OF 
THERE IS A CONCEALED LOCK IN THESE DOORS POR MANUAL “OPENING, 
GIVING ACCESS FOR SERVICING. DESTROYING THE LASER WILL DELAY 
ANOTHER INVASION BY 4 MONTHS, 


THE ENTIRE SHAFT IS UNDER OBSERVATION FROM 
CEALED IN THE CORRIDOR WALL 4 
WIDE ANGLE LEN; 


A CAMERA CON. 


ABOVE THE BASE, FITTED WITH \ 
THE 


AND 15 BRIGHTLY LIT BY LUMINOUS PANELS, t 
RALKANS OBSERVE INTRUDERS THEY CAN ACTIVATE THE LAUNG 
SYSTEM IN 4 ROUNDS, THIS WILL ALLOW THEM TO SEND METAL AR: 
OURED CHARACTERS HURTLING INTO THE AIR AND/OR FRY THEM 
WITH THE LASER (DAMAGE 6-60), ORJECTS ACCELERATED BY THE MAG- 
NETS ARE FORCED INTO THE LASER PATH AS PART OF THE GUIDANCK 
SYSTEM, FIRST SIGNS OF THE SYSTEM ACTIVATING ARE 
DISCHARGES AT RANDOM POINTS ALONG THE SHAFT ! 
DIMMING OF LIGHTS THROUGHOUT THE COMPLEX AND DEACTIVAT! 
OF MANY SYSTEMS, AND VIBRATION OF ALL METAL OWJECTS INSIDE 
‘THE SHAFT, THE RALKANS CAN ALSO SEND GUARDS TO THE SHAFT BY 
VARIOUS ROUTES, AND MAY (20%) ORDER ONE OF THE TRIPODS 
ING THE SURFACE TO DROP A GAS PROJECTILE DOWN THE SHA 
WILL ONLY DO THIS IF THERE SEEMS TO BE .A CHANCE OF TIF 
AGE TO THE TOWER AND AFTER CLOSING THE DOORS TO ‘ 
BASE (22, Z) OR EVACUATING THE LOWER LEVEL OF THE COMPLE 


RANDOM ENCOUNTERS IN CAVES 24-26 
1-3 GIANT ANTS (3-18) 
4:6 CARRION 
CRAWLERS (1-2) 
7-8 GIANT SPIDER (1-4) 
9.10 PHASE SPIDERS 
(L2) 
11 GIANT RATS (5-18) 
12-15 STIRGES (4-24) 
16 ROT GRUBS (1-10) 
17-18 GIANT SLUG (1) 
19-20 YELLOW MOULD 
GIANT RATS ROLLED ON THE ABOVE TABLE ARE SIMILAR 'TO THE NOR- 
MAL SPECIES, NOT PSEUDO.GERBILS, ALL VERTEBRATES ARE 6 LEGGED, 


24: A LARGE UNLIT CAVE, WITH A HIGHLY IRREGULAR FLOOR AND 
CEILING, THERE IS A LARGE POOL OF BUBBLING BLACK LIQUID COVER- 
ING THE LOWER FLOOR TO A DEPTH OF 12", A SHAFT IN THE CAVE'S 
CEILING (FROM 14) AND A TUNNEL FROM 19 OPENING 3' ABOVE THE 
CAVE FLOOR. THE POOL IS AN ACCUMULATION OF CHEMICAL AND BIOL- 
OGICAL WASTES WHICH HAVE M! MORPHOSED INTO A SEME-LIVING 
FLUID: 


ACA, NON-MOVING, |OOHTK, ATTACKS AS 15D8 MO! 
+ ACID BURNS 1-6. TAKES ONLY 


STER, 8 ATTACKS 2-4 
ALF DAMAGE FROM HEAT, COLD, AND 
ATTACKS WITH EDGED IMMUNE TO ALL FORMS OF MENTAL 
ATTACKS, IT IS NON-INTELLIGENT AND ES ITS VICTIMS BY AIR AND 
GROUND VIBRATIO! ITS ATTAC ARE BLOWS FROM UDOPODS UP 
TO 100° LONG, 3 Hi OINTS PER 10' OF PSEUDOPOD, SEVERED SECTIONS 
OF PSEUDOPOD WILL FALL TO THE GROUND AND FORM SMALL POOLS 
OR FLOW BACK TO THE MAIN BODY, SMALL POOLS ATTACK WITH APP 
ROPRIATE FEROCITY AND DO APPROPRIATE DAMAGE ‘TO A MONSTER 
OF THEIR HEE POINTS AND SIZE, 


AT THE BOTTOM OF THE POOL IS AN ASSORTMENT OF SCRAP METAL 
PLUS TWO GOLD BARS (75 GP EACH) AND SIX SMALL EMERALDS (40 GP 
EACH), ALL OF WHICH HAVE FALLEN OR BEEN THROWN DOWN THE 
SHAFT FROM I4 AND BOUNCED INTO THE POOL. UNDER THE SHAFT IT- 
SELF IS A HEAP OF RUBBLE AND SCRAP ON TOP OF WHICH IS A HUMAN 
SKELETON COVERED IN MILDEW AND SHOWING SIGNS OF DISSECTION 
AND OF A FALL, AROUND THIS SKELETON’S WRIST IS A MYSTERIOUS 
BRACELET WITH A BULBOUS DISC AND A TRANSPARENT WINDOW DIS- 
PLAYING STRANGE SYMBOLS WHICH CHANGE AT REGULAR INTERVALS, 
THERE ARE TWO STUDS ON THIS DISC’S RIM, ONE CHANGING THE SYM: 
BOLS SHOWN AND THE OTHER CAUSING IT TO EMIT A FAINT LIGHT. 
PIII DAI DAA ISAS ISDA IAAI SIE 


25: A TEMPLE, MOST RALKANS ARE ATHEISTIC LAWFUL EVIL BEINGS, 
BUT A FEW TEND TOWARDS CHAOS AND INSANITY AND MAY EVEN 
WORSHIP VARIOUS DEITIES. NORMAL RALKANS REGARD THIS BEHAV, 
1OR AS DANGEROUS DEVIATION AND WORSHIPPERS ARE STERILISED 
AND BRAINWASHED IF GAUGHT WHILE CLERICS ARE INSTANTLY KILLED, 
THE CAVE FLOOR [IS LEVEL AND THERE IS A CIRCLE OF BLACK BASALT 
BLOCKS $°X8'X2" AROUND A 50° DEBP FIRE PIT. NEXT TO THE FIRE PIT 
IS ANOTHER BASALT SLAB BEARING A SILVER UNHOLY SYMBOL (175 GP) 
AND A YOUNG (1D8 4 HTK) RALKAN WHICH IS DRUGGED AND UNCON. 
SCIOUS, 3 RALKAN ‘PRIESTS", 12, 18, AND 22 HTK, USING SPELLS AND 
FIGHTING AS LVL 3, LVL 5, AND LVL 7 CLERICS, WEARING VESTMENTS 
OF FLAYED SKIN AND CARRYING POISONED KNIVES AND MACES, ATTEND 
THIS VICTIM WHILE 11} WORSHIPPERS 12, 13, 9, 17, 9, 10, 9, 18, 15, 15, 16 
HTK CHANT (ULTRASONICALLY) AND WAVE MORE SACRIFICIAL KNIVES 
AND SPEARS, 


THESE RALKANS WORSHIP THE DEITIES OF THE CTHULU MYTHOS 
(DEITIES & DEMIGODS) iN ONE OF THEIR MANY FORMS. THE CURRENT 
SACRIFICE Is TO CTHULU ITSELF, THERE IS A SECRET NICHE IN THE 
SIDE OF THE SACRIFICIAL SLAB HOLDING A ROLLED SCROLL IN RAL- 
KAN LETTERS, A RALKAN VERSION OF THE NECRONOMICON, 


26: THIS CAVE IS OCCUPIED BY THREE ARMED RALKANS, FANATICAL 
CTHULU WORSHIPPERS WHO GUARD THE TEMPLE, THEY ARE OF 18, 20, 
14 HTK AND ARMED WITH PORTABLE FLAME RODS, ALL FULLY CHARGED, 
AND EXPLOSIVE GRENADES (2 EACH). THERE ARE THREE EXITS FROM 
THIS CAVE, (A) RUNS 2 MILES BEFORE TERMINATING IN A SLOWLY TAP. 
ERING TUNNEL. (B) RUNS 4 OF A MILE THEN | MILE SOUTH EAST, TERM- 
INATING AS A 4’ DIAMETER HOLE IN THE SIDE OF A CREVICE IN THE 
RALKAN SURFACE. (C) RISES STEEPLY AND EMERGES AS A 3° WIDE 
HOLE AT THE BASE OF THE CLIFF NEAR THE SOUTH EAST CORNER OF 
THE LOWER PLATEAU, THIS ENTRANCE [S BLOCKED BY A PIVOTED 
STONE SLAB AND IS USED BY THE CTHULU WORSHIPPERS, WHO CARE- 
FULLY ERASE ALL TRACKS IN THE TUNNEL. THE WIND QUTSIDE THE 
TUNNEL SWIFTLY OBLITERATES ANY TRACKS IN THE DESERT SAND. 
PIAIAAAA AIA ADIDAS ASASASASAAAAIS€ 


23 


Dear WD, 

Marcus Rowland‘s DM’s Guide to the 
Galaxy was useful, thought provoking 
and well thought out. However, one or 
two points are worth making. Firstly, his 
idea of an inverse cube law gravity can be 
attacked on the grounds that orbits de- 
fined under such laws are unstable, so 
that planets would all too easily be sent 
spiralling into their suns — in fact, friction 
with the prevalent interplanetary atmos- 
phere that Marcus describes would do 
the job. 

Secondly, Marcus misses out the most 
reasonable form of travel in an air-filled 
universe; tame rocs and dragons. 

Thirdly, long journeys through ‘normal’ 
space seems tedious; might we not prefer 
to take short cuts through the Etherea/ 
or Astral Planes? 

Finally, there is the crucial point that 
the universe postulated by medieval and 
pre-industrial mysticism — the universe 
of magic — is very different from our own. 
Planets and stars are mounted on crystal 
spheres, driven by complex divine mech- 
anisms; or perhaps the world is as in Fritz 
Leiber’s Fafhrd and the Grey Mouser 
books — a hollow sphere, a bubble rising 
in the waters of eternity, with the stars 
simple atmospheric phenomena on the 
seas overhead. If such theories are true, 
travel to other worlds becomes a matter 
of discovering routes through the mech- 
anism, or swimming through the waters — 
or whatever is appropriate, given the DMs 
version of the truth. Even if we demand 
some ‘scientific’ justification of such 
views, we may be able to find it; try read- 
ing Larry Niven’s piece Bigger than Worlds, 
in his collection A Hole in Space, for a 
catalogue of possibilities. 

| hope that this brief comment will be 
of some interest to people, and also that 
it will send readers back to Marcus 
Rowland’s highly stimulating article. 

Here’s to sailing over the edge of the 
world! 

Yours, 

Phil Masters, Herts. 


24 


Dear WD, 

| would just like to re- 
mind readers of a little- 
used way of making 
their dungeons in- 
teresting. | have play- 
ed D&D under several 
DMs and have always 
wondered why they made 
all their passages 10’ wide, or 
multiples thereof. This phenom- 
enon seems to be standard throughout 
the D&D world, if the dimensions of the 

gelatinous cube are anything to go by. 

| am of the ‘realistic’ school of D&D 
players, and | devoted some time to think- 
ing about this, deciding that it is unjust- 
ifiable. With this in mind, | designed a 
mini-dungeon, the widest passage of which 
was 6’. The rooms were correspondingly 
small. There is nothing remarkable about 
this in itself, but the effect on the party 
was quite amusing: there was no missile 
fire; the 10’ pole was abandoned after 
some rapid trigonometry at the first cor- 
ner of a 4’ section of passage: the advent- 
urers also had to devote considerably more 
attention than usual to such considerations 
as order of march, and where the lantern 
was. 

After the game, | was told that it was 
the most interesting dungeon that the 
players had explored as there had been 
more factors to consider than combat 
and puzzles and traps. 

| do not claim any authorship for the 
idea, there must be many DMs who have 
tried similar ideas; | do, however, think 
that many DMs need reminding that 
there is more to a dungeon than monsters 
and magic. 

Yours sincerely, 

Michael Wilkinson, Nottingham. 


Dear WD, 

It strikes me that in most Fantasy 
Role-playing magazines at present, there 
are countless ‘new system’ role-games 
being reviewed. What | find myself object- 
ing to is the fact that most reviews say 
‘should make an interesting change from 
D&D’. Surely someone can get as much 
as he can from one particular game sys- 
tem, adapting and rule-changing as he goes. 

There is also a feeling among fellow 
D&D players and | think generally in the 
D&D world, that in order to get anywhere 
in gaming you must own all the supple- 
ments, have all the miniature figures and 
you must get all the back issues of mag- 
azines that have the slightest thing to do 
with D&D. It is this ‘esteem of possession’ 
that game manufacturers can cajole you 
with, so beware; but you know more 
than you think you do. How this relates 
to my first point, of new fantasy role- 
playing systems, is that whatever system 
you play, you needn’t swap for a bigger 
and more expensive one, but adapt and 
change the one you already have, how 
you want to. Otherwise you can fall prey 
to the ‘big business’ gaming companies 
and spend all your money without im- 
proving your game your way one morsel. 


For example, my friend and | once got on 
perfectly well with one (cheaper) games 
system, until we bought D&D. From then 
on it was Monster Manual, Players Hand- 
book, DMs Guide and so on, all costing 
extortionate prices — had we improved 
gaming? — only marginally. A few days 
ago we played the first system again and 
reached a conclusion: it’s not so much 
the system you play, or even anything to 
do with realism or non-realism, but with 
how you role play as an individual in 
any role-game environment. It is the role- 
playing (I think) of your game that should 
be tops, not the system by which you 
play (surely this is what you play to escape 
from). However, this is my opinion, not 
everyone’s, and it would be interesting 
to hear what other people think. 
Yours sincerely, 
Simon Miller, Devon. 


Dear WD, 

Much as | enjoy the Fiend Factory 
monsters, | feel that the format leaves a 
lot to be desired. | realise that in the in- 
terests of conserving space, the omission 
of such things as Frequency and % In Lair 
is justifiable. However, if a monster has 
an exceptional magic resistance or psionic 
ability, surely it would be better to record 
this in the summary at the beginning 
rather than hide it in the description. Also 
most monsters have at least one special 
defence, and | feel that this should be in- 
cluded in the standard summary format. 

What I really can’t understand, though, 
is why you consider the monstermark to 
be so essential. Yes, | know that it’s a 
very clever and accurate way of rating the 
monster’s overall power, but who needs 
such scoring to two decimal places? | 
would instead suggest the use of the xp 
value, calculated fairly simply from the 
Dungeon Master’s Guide. The xp value 
would give a sufficiently accurate power 
rating, and would also considerably aid 
the DM in lessening essential preparatory 
work. Please swallow your pride, and 
abandon the monstermark. 

Criticism aside, | must applaud the idea 
of integrating the monsters into a mini- 
scenario as in WD27, WD23 and WD25. 

Yours gratefully, 

David Hulks, St. Albans. 


Dear WD, 

| would like to make a small complaint 
about the cost of sending a letter to you. 

For starters | would like to complain 
about the variety of different stamps you 
need; one moment it is sp the next it’s Cr. 
This is all really very confusing. 

Secondly, people from this time and 
planet have serious problems trying to 
get these stamps (nearest place for Cr 
stamps is Alpha Centauri regional post 
office, and the last time | could get sp 
was SR 62). 

Thirdly, do you realize what you can 
get for 5sp? A very good pint of mead, 5 
pints of ale or even 16 chickens. 

Yours, 

Fang McFang, Aizir Llor. 


MAGIC 
ITEMS 


Treasure Chest /s a regu/ar feature devoted to readers ideas for 
D&D. This issue, some new magic items. . . 


WEBBING DEVICES 
by Roger E Moore 


There are several types of magical items that can produce webs 
similar to the second-level magic-user spell web; these items prove 
very useful in capturing opponents without causing them phys- 
ical damage. Use of some of these items may be hazardous, 
however. 

The Wand of the Spider may be used only by magic-users. It 
generates web spells as if cast by a sixth level magic-user. The 
webs will last 12 turns, and have a 3” range. It may be recharged. 

Web Capsules are small, 2’’ diameter spheres that are usually 
white in colour. When thrown at an opponent or solid surface 
there is a 95% chance that a capsule will burst, forming a 10’ 
diameter sphere of sticky webs that will last for 6 turns. Escape 
for any creature caught in these webs is the same as for escaping 
from a web spell. The tables on p64 of the Dungeon Master's 
Guide should be used (Grenade-Like Missiles). Any person carry- 
ing Web Capsules who also takes a fall has a risk of bursting the 
capsules when he or she hits bottom; there is a 20% chance of a 
capsule exploding per 10’ of distance fallen. 

Wrist Spinnerettes are rare devices that fit onto a person's 
wrist just below the palm. Only fighters, thieves, and assassins 
may make use of them. A Wrist Spinnerette is activated by 
uttering a command word. The user may command the Spinner- 
ette to generate a web similar to one cast by a sixth-level magician 
in range, duration, and area of effect, or may fire a single rope- 
like strand some 60’ in length that is non-adhesive except on the 
end of the strand. The tip of the strand will adhere to any surface 
(except utterly frictionless ones) 95% of the time, and will hold 
for one hour. The strand will support up to 6000 gp weight be- 
fore it snaps. This latter use of the Spinnerette is handy when 
the wearer is trapped in a pit, has to climb a sheer cliff or wall, 
or needs a temporary swing to cross a chasm. It should be noted 
that if the 5% chance of the tip of the strand not being fully 
adhesive occurs, this will not become immediately apparent to 
the user until he/she has climbed half-way up the length of the 
strand, swung half-way across the chasm, or so forth. At that 
point the tip of the strand will pull loose and the climber(s) will 
fall. Spinnerettes have 20 charges each and cannot be recharged. 
Each charge may be used either as a web or climbing strand. 

All webs generated by any of the above devices are highly 
flammable, as with any normal web. See the spell web (P/ayer’s 
Handbook, p72) for details. 


BOOTS OF ADHESION 
by Roger E Moore 


These magical boots are enchanted to grip any surface firmly, 
even slick and frictionless ones, to permit normal movement. At 
a special word of command, these boots will automatically lock 
in place to prevent the wearer from falling. A second word of 
command allows the wearer to walk up the sides of walls and 
across ceilings without falling off. The boots obey only the 
wearer’s commands, so an enemy cannot command a character's 
Boots of Adhesion to lock in place and prevent the character’s 
escape. The boots will not stick to any living material. 


TREASURE CHEST 


JECKYLL’S POTION 
by Andrew King 


This vile blackish-purple potion fumes and bubbles, is vaporous 
and has a burning and bilious flavour, When drunk it causes the 
suppressed side of the drinker’s character to temporarily gain 
control. This causes an alignment change for the duration of the 
potion’s effect. Thus a Chaotic Good person would become 
Lawful Evil and a Lawful Good person would become Chaotic 
Evil. Neutral persons will become insane for the duration of 
effect, due to the conflict between the different sides of their 
character. Lycanthropes will be forced to adopt their wereform. 
This potion is the ruin of any paladin fully affected by it, as he 
will probably lose his status. In special cases which might excuse 
him (ignorance of the potion’s effects is not sufficient), the pal- 
adin might be let off with a couple of major quests. Similarly, 
other aligned characters (rangers, clerics, black priests, etc) will 
have to heavily atone for their actions. However, due to their 
fanaticism, highly aligned characters are better able to fight the 
potion’s effect, and should be allowed a saving throw. If the 
throw is made, treat the victim as though he were neutral, and 
he will not have to atone for his actions. 

The potion will come into effect 5-8 rounds after it is drunk, 
during which time the drinker will feel increasingly disorientated, 
and its effects will last for 4-7 turns, at the end of which time 
the character will again be disorientated for 5-8 rounds. Each 
time a dose of Jecky/l’s Potion is consumed, there is a 5% cum- 
ulative chance that it’s effects will be permanent. 

The special ingredients* needed to make this potion are the 
crushed brains of an empipath (W/D79), a were-creature (killed 
in were-form), and a moonstone. 

A special variant exists as a gas, which is always kept at high 
pressure in tightly sealed vials. When the vial is unstoppered, the 
gas will pour out effecting everybody in a 3” radius. This can be 
fun when opened by a Lawful Good party! 


BOOTS OF STRIKING 
by John S Davies 


These items of magical footwear will have no effect on magic- 
users or clerics. If worn by a fighter or thief there is a 50% 
chance each time the wearer fights that they will cause the 
wearer to drop his/her weapons and fight by kicking, doing 
damage equal to a second level monk. After this has happened 
for the first time, the boots can only be removed by a remove 
curse spell. The class that will benefit from wearing these boots 
are monks. When worn by a monk they increase movement rate 
by 1” per turn, and allow the monk an extra attack every other 
round. Thus a first level monk will gain 3 attacks every 2 rounds, 
while those monks with 5 attacks every 4 rounds would gain 1 
attack on the first round, 2 on the second, 1 on the third and 3 
on the fourth, and so on. When found these boots will appear as 
shapeless, low, leather boots, and when put on they will adjust 
to fit like a second skin. 


THE SEA SWORD 
by Georgia S Moore 


This is a magical weapon that may be any one of the different 
varieties of swords listed in the magical swords table in the DMG 
(ie, longsword, broadsword, shortsword, etc). Intelligence, ego, 
and special abilities are determined as for any other magical 
sword, When first grasped in the open air, this sword will seem 
to be very unbalanced and will strike to hit with a -3 penalty. 
However, when used underwater it may be wielded with ease as 
a normal sword could not; it will strike with a +3 bonus to hit 
and the user will gain a +1 on initiative rolls against any under- 
water opponents. The sword does not confer the ability to 
breathe or move through water upon the owner. If made of 
metal, the sword will not rust under any circumstances. 
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Fiend Factory /s a regular department featuring readers’ monsters, edited 


by Albie Fiore. 


First, the Fiend Factory Poll; as happened last time, several readers have also sent in 
their votes for the worst five monsters to have appeared in White Dwarf so we are 
extending the deadline to enable others to vote. The Fiend Factory Poll is now for the 


best five and worst five new monsters to have appeared in White Dwarf, either in Fiend 


Factory or elsewhere in the magazine (eg in a scenario). Please send your votes to: 
Fiend Factory Poll, White Dwarf, 27—29 Sunbeam Road, Park Royal, London NW10 


to arrive not later than January 8th 1982. 


This issue | have selected some creatures of differing types: a non-combative plant, 


an ‘atmosphere’ monster, a special, a tribal monster and a legendary-type monster, but 


they do have one thing in common — they all come. . . 


THE WHISPERING 
TONGUES 


by Simon Miller 


These plants can be found wild in woods 
and forests where they act as the eyes and 
ears of the woodland creatures, telepathing 
news of any intruders. They can easily be 
grown as pot plants and are often placed 
conveniently as a precaution against in- 
truders above or below ground. However, 
they can only be without natural light for 
2 days at the most, after which they must 
be placed in daylight for at least a week.. 

They make excellent spies as any action 
or talking in their ‘sight’ or ‘earshot’ can 
be reported telepathically to their owner. 

A plant can be employed by anyone 
with psionic power, or with one of the 
various magical true seeing devices with 
whom it will communicate in an easily 
understood universal symbolic tongue. As 
payment, the plant must be fed a special 
humus known only to alchemists other- 
wise a plant will accept service but will 
give false alarms or no warning when it 
should. The plant Knows no allegiance and 
can be taken over by someone else. This is 
why itis also known as ‘slaytooth’, ‘slipper- 
tongue’ or ‘the betraying plant’. 

When communicating, the leaves rustle 
as though a gentle breeze were blowing 
through the plant. The communication is 
telepathic but only within a 30” radius 
beyond which the plant’s psi-waves cannot 
travel, nor can they pass through lead. 
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OUT of the 


DRIVER ANT 


by Albie Fiore 


No. Appearing: 1 army 
Armour Class: See below 


Movement: 6” 

Hit Dice: See below 

Treasure: Nil 

Attack: See below 

Alignment: Neutral 

Intelligence: Animal 

Monstermark: 29,473 (level XII in 12 
levels) 


These 1‘-2” long ants are voracious forag- 
ers, marauding in vast armies of about 20 
million. (One army is treated as a single 
monster.) Fortunately, they are very rarely 
encountered, and then only in tropical, and 
near- and sub-tropical forests, savanna and 
scrublands. When encountered, there is a 
33% chance that they have camped and are 
foraging or a 67% chance that they are 
simply passing through in a 2’ (orso) wide 
column. In either case, their presence is pre- 
ceded by encounters with various creatures 
escaping them. Wandering monsters are 
thus encountered at +1 on the encounter 
roll for each % mile under 3 miles that the 
ants are distant. Only small creatures will 
be fleeing in panic, and only if the ants are 
foraging. Man-sized and larger will simply 
be making their way out of the army's path, 

When the ants forage, they cover an 
area of 8,000 sq. yards (150’ radius) around 


their camp, though sometimes (20%), they 
forage as a 100 yard wide column in a line 
from the camp. When foraging, anything 
will be attacked. In combat, a hit indicates 
that the victim has been surrounded and 
will then take 1—6 hits per melee round 
until he leaves the foraging area. When the 
ants attack, they do so as an 8 hit-dice 
monster and the victim’s armour is ignored, 

Attacks on the ants are always success- 
ful but are delivered by area — eg if the 
ants are crushed by a shield of area 1 sq. 
yard, then 1 sq. yard of ants has been kill- 
ed. The army can take 8,000 such hits! 

The army will cross small streams, large 
streams 95%, small rivers 80%, and large 
(50 yards wide or more) rivers 70% of the 
time. They will be washed some distance 
downstream dependina on the flow. 

The ants only forage when the queen is 
laying eggs — the reason the camp is set up. 
The queen will be concealed in an under- 
ground nest at the centre of the foraging 
area, or, if they have foraged in a column, 
at the rear of the column. The nest must 
be located as if a secret door. If the queen 
is killed, the ants will mill in confusion for 
2 turns before resuming their foraging. 

If not foraging, the ants will not attack. 
If the queen is attacked, however, they will 
form a foraging area around the queen 
and attack, 

When they are foraging, beasts of an- 
imal intelligence or less (horses, mules, 
etc) will be difficult to control and will 
be liable to bolt if given the opportunity. 


BIRCH SPIRIT 


by C N Cartmell 


No. Appearing: 1—4 
Armour Class: 2 


Movement: 6” 

Hit Dice: 8d8 

Treasure: B (under tree) 

Attack: 2 hands for 1d8 + special 
Alignment: Evil (neutral) 
Intelligence: High 

Monstermark: 1026 (level XI in 12 levels) 


The birch spirit is the soul of a murdered 
dryad. It detests all humanoid life whom it 
blames for its death. Each spirit is linked 
to one particular birch tree from which it 
may never move more than 3”. Since it is 
thus always in its lair, it cannot be turned 
by acleric, but can be dispelled by one of 
12th level or higher. The spirit and its tree 
are immune to fire or cold based attacks 
but take double damage from lightning. 

Appearing as a 15’ tall, spectral, tree- 
like humanoid with extremely long twig- 
like fingers, it attacks all non-magically 
armoured targets as if they were AC10; can 
only be hit by magic weapons; and has a 
magic resistance of 10%. In combat, if the 
spirit scores 5 or more over what it needs 
to hit, it has clutched its victim’s heart 
with its spectral hands. The victim will 
then collapse for 1—4 rounds and for each 
round unconscious will age by 10% of his 
initial age. Also, for each round unconsc- 


ious, the victim loses 1 hit point per hit die 
permanently, If the damage accrued by 
this exceeds the victim’s total, he will die 
and be unraisable by any means. If the 
victim survives, he may regain the hit 
points by use of full wishes at a rate of 1 
wish per hit point per hit die (ie if the 
victim had lost 3 points per hit die, 3 
wishes would be necessary). If the victim 
were wearing a Scarab of Protection, it 
would negate this attack at the expense 
of one charge. 

If the spirit drops below O hit points, it 
will flee into its tree where it will regener- 
ate at the rate of 1 hit point per turn. 
During this time, it and its tree are defence- 
less. If the tree is destroyed, the spirit is 
killed forever. 


CHAMELIAD 


by R D Bowes 


No. Appearing: 1—100 
Armour Class: 4 


Movement: 15” 

Hit Dice: 3d8 

Treasure: D 

Attack: Two 1d4 claws 
Alignment: Neutral 

Intelligence: Very 

Monstermark: 53 (level IV in 12 levels) 


Chameliad tribes dwell in forests in well- 
constructed, camouflaged tree-houses or 
subterranean caverns. The natural colour 
of the tree-dwellers is green, while the cave- 
dwellers are grey. They are extremely agile 
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and can climb any surface with.no. chance 
of slipping due to the natural suction pads 
on their palms and feet. A chameliad can 
alter its colour to match its surroundings 
making it difficult to detect (85% ‘hide’ 
and move silently), enabling it to surprise 
80% of the time, and giving its opponent 
in combat a penalty of -4 to hit. 

They live in groups of 10—100. If 20 or 
more are encountered, one will be a leader- 
type (5d8) who the others will consult 
before any group action. In any tribe, there 
will also be 2—3 hunters, the only chamel- 
iads to use a Weapon — a wire garotte. The 
camouflaged hunters sneak up from behind 
and attempt to garotte their victim, striking 
at +4, but alerting the victim if they miss. 
The hunters’ main prey is the hated goblin. 
Apart from goblins, chameliads interfere 
little in the affairs of others, being content 
only to observe. If, however, one of the 
tribe is killed in malice, the rest of the tribe 
form a death pact and will seek retribution 
on the killer or perish in the attempt. 


BLACK UNICORN 


by Alan and Anthony Howcroft 


No. Appearing: 1 
Armour Class: -2 


FIEND FACTORY 


A black unicorn will refuse to enter any 
dungeon containing humans or humanoids. 

Unicorns only attack if provoked, if 
they believe their opponent(s) to be gen- 
erally evil, or if their lair or place they 
guard is entered. When a black unicorn is 
about to fight, a wave of fear ripples out 
(11” radius). All characters must save vs 
spells or be affected as for the spell for 11 
melee rounds. Characters of 8th level or 
higher save at +4. 

Anyone hit by the unicorn’s horn in 
combat must save vs para/ysation or be 
inflicted with a paralysis that will be fatal 
to characters of 7th level or less within 
1—4 turns, and to 8th or higher characters 
in 6—24 turns. On the 1st melee round, 
the unicorn charges into combat; it cannot 
strike with its hooves and can only strike 
once with its horn but does so at +4 and 
for double damage — the victim, if hit, 
must save twice vs paralyzation. 

Black unicorns are immune to poison, 
can sense the approach of an enemy from 
40” and surprise opponents 7 out of 8 
times. They are totally immune to all mag- 
ic, having a continual 10’ radius anti-magic 
shell, even when asleep. The she// will also 
protect any riders. 


Movement: 40” 

Hit Dice: 11d8 + 11 

Treasure: U (x2), S, T 

Attack: 2 hooves, 1d8 each; 2. , 
strikes with horn, 2d8 per ¢ ti{@ 
strike + special 

Alignment: Chaotic good 

Intelligence: High 

Monstermark: 7051 (level XII in 12 levels) 


These large, fierce creatures are jet-black 
except for their long, smooth, ivory-white 
horn. They are highly agile, have a powerful 
frame and present a truly fearsome and 
formidable sight. 

Dwelling in thickly forested mountain- 
ous regions far from human habitation, 
they are capable of covering even the most 
treacherous terrain with incredible speed 
(25’’), jumping distances up to 3” forward, 
1" vertically and negotiating exception- 
ally steep rock faces. They often guard 
long abandoned, lost or legendary places. 
Although they shun human contact, law- 
ful or chaotic good elves, half-elves and 
humans with a 17 or 18 charisma may 
charm and use them as steeds (female: 18 
charisma — 85%; 17 — 50%; male: 18 
charisma — 55%; 17 — 20%). They are un- 
affected by charm spells — see below. The 
charmed unicorn may only be ridden if 
both rider and unicorn believe the cause to 
be good. The charm is dissolved once the 
unicorn has been dismounted at the com- 
pletion of the journey. For each successful 
charm, the charmer gains +5% on any 
future attempt to charm that unicorn (95% 
maximum). For each unsuccessful charm, 
10% is deducted. If any person makes a 
successful charm, the unicorn will bear a 
maximum of 3 nominated riders, unless 
they are evil. 


Three times per day, a black unicorn 
can dimension door to appear up to 60” 
away from its former position. This ability 
may also be used whilst it carries riders. 

They speak unicorn but can understand 
common, dryad, elvish and centaur. 

The horn of the black unicorn, when 
crushed and mixed with holy water is a 
soverign remedy for all diseases and a cure 
for poison. Female magic-users can also 
use the horn as an ingredient for a phi/ter 
of love with permanent effects. Just below 
the horn, in the centre of the beast’s fore- 
head is a small blue gem which, if taken, can 
be used as an anti-magic shell, activated by 
concentrating for one segment. The she// 
covers a 10’ radius around the gem, lasts 
for 1 round per experience level of the user 
and can be used but once per day. 


Comments: A record high Monstermark 
for the driver ants, but they can be used 
against parties of any level. s 


27 


SEPTEMBER 1981 


GAMES DAY AWARDS _ 1881 


RESULTS 


Saturday 26th 
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BEST GAME (Any Type) 
1st — Dungeons & Dragons 
2nd — Traveller 3rd — RuneQuest 
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2nd ~— Traveller 3rd — RuneQuest 
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BEST ABSTRACT GAME 
1st — Rubik’s Cube 
2nd — Othello 3rd — Black Box|' 


BEST FAMILY GAME 
1st — Monopoly 
2nd — Cosmic Encounter 3rd — Risk 


BEST TABLETOP RULES (Any Period) 
1st — Starfleet Battle Manual 
2nd —WRG Modern 3rd — Spacefarers 


BEST ELECTRONIC GAME 
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BEST GAMES INVENTOR 
4st — Gary Gygax 
2nd — Greg Stafford 3rd — Marc Miller 


BEST GAMES MANUFACTURER 
1st — TSR Hobbies 
2nd — GDW 3rd — Games Workshop 


BEST RANGE HISTORICAL FIGURES 
1st — Citadel: Dark Ages 
2nd — Citadel: Medieval 
3rd — Hinchcliffe: Napoleanics 


BEST RANGE SF/F FIGURES 
1st — Citadel: Fantasy Tribes 
2nd — Citadel: Fantasy Adventurers 
3rd — Asgard: Fantasy Adventurers 


BEST FIGURES MANUFACTURER 
1st — Citadel 
2nd — Asgard 3rd — Ral Partha 


BEST WARGAMES MAGAZINE 
: 1st — Military Modelling 
= SSD 2nd — Fire & Movement 3rd — Strategy & Tactics 


1st — White Dwarf 
2nd — The Dragon 
rd — The Journal of the Traveller’s Aid Society 


7, BEST SF/F GAMES MAGAZINE 


BEST GAMES FANZINE 
1st — The Beholder 
3rd — The Storm Lord 


BEST GAMES PERSONALITY 
4st — Don Turnbull 
Daal 2nd — lan Livingstone 3rd — Charles Vasey 


TIRED? LISTLESS? 
HAS LIFE LOST ITS THRILLS? 
You need resurrecting. 


GNOLL 


CHIEFTAIN 
ARRIVES 
IN TOWN 


Citizens of the capital were witness 
yesterday to an extraordinary sight 
as the Gnol/ Chieftain’s Chariot 
with Crew pulled by 2 Giant Boars 
(FTG 13) arrived from Citadel Mini- 
atures. The chief was accompanied 
by Scurf, the mage, Jim Crow, the 
royal standard bearer and a driver. 

Also arriving in town, but less 
ceremoniously, were a group of 
rampaging skeletons also fresh 
from Citadel’s Fantasy Tribes 
range. They made no bones about 
their intentions. As can be seen in 
our picture, the Ske/eton attacking 
with Scimitar (FTS2, right), Skel- 
eton with Axe and Shield (FTS11, 
centre), and Skeleton hacking with 
Sword (FTS10) were not on a 
peaceful mission. 


DWARF 


NEEDS YOU! 


SUBSCRIBE NOW 
See page 36 for details 


Vicar and 
Judge in Hoax 


News arrived today that the 
emperor has died without an heir. 
Claimants for the throne have fill- 
ed the castle, but who are the 
imposters and who the true heir? 
Among the claimants are a vicar, a 
judge, a thief, a peasant, a king, 
and a wizard. sBut the whole 
affair would appear to be a Hoax, 
the new game from Eon Products. 

Those seeking to discover the 
imposters may wish to consult the 
Runes. This will probably reveal 
little about the hoax as the Runes 
in question is also a new game from 
Eon, which concerns discovering 
secret words by logic rather than 
foretelling the future. 


CASTING OF 
THE RUNES 


Citadel Miniatures will be casting 
the Official RuneQuest Figures in 
the UK for release some time in 
the new year. Although the figures 
are not yet available, we have 
managed to get a sneak preview of 
some of the production masters 
of the range sculpted by the Perry 
twins, Michael and Alan. Shown 
here are a Demi-Bird, Broo and 
Bugbear. 


CALLING ALL 
CTHULHUS 


New horrors are stalking the world 
of fantasy gaming. Chaosium’s 
Call of Cthulhu brings to life the 
horror-fantasy writings of H. P. 
Lovecraft in a new role-playing 
game. The two-book rules set 
provides all the  spine-chilling 
details plus two new characteristics 
— education and sanity! 
NEW WORLDS 

Other new role-playing worlds to 
be explored are Thieves’ World 
from Chaosium, and Heroes of 
Olympus from Task Force Games. 
Thieves’ World is a scenario pack 
usable with all the best role-playing 
systems, Based on the popular 
novels Thieves’ World and Tales 
from the Vulgar Unicorn, it brings 
the city of Sanctuary to life for 
all adventurers. Heroes of Olympus 
is a role-playing come board game 
featuring the heroes and villains 
of Greek mythology. 


Lost City 
Found ! 


A long lost city has been discover- 
ed deep in the heart of the latest 
module from TSA. The module, 
11: Dwellers of the Forbidden City, 
is an AD&D mini-campaign for 
intermediate level characters. 
Judges Guild have also released 
a swatch of AD&D scenarios. 
Dragon’s Hall is a new solo dun- 
geon; Quest for Lara’s Tower, 
House on Hangman’s Hill, and 
Tower of Indomitable Circum- 
stance are all straightforward ad- 
ventures, and Masters of Mind is 
a rules set for psionic combat. 
Judges Guild have also released 
Break in at Three Kilometer Island, 
a Villains & Vigilantes adventure. 


D&D 
Adventure 
Raises 
Treasure 


The Fantasy Role-Players Society 
at Altrincham Grammar School 
for Boys — lan Livingstone’s old 
school — raised £150 for charity 
by staging a sponsored game of 
Dungeons & Dragons. The game 
lasted for 36 hours. Survivors 
presented their treasure to the 
National Spastic Society. 


BACK TO ORIGINS 

Origins ‘82 — the US National 
Adventure Gaming Convention — 
returns to its birthplace, Baltimore. 
It will take place on July 23-25. 


NEWS 


Dungeon Edition 5sp. 


ZHODANI 


ALLEGE 
IMPERIAL 
INFILTRATION 


by our Travelling Correspondent 


Zhodani sources today claimed 
that the Imperium were carrying 
out covert infiltration operations. 
Jishedreiriashav, the Zhodani 
spokesperson, stated that the in- 
cidents occur in the latest Trave//er 
adventure (No. 6), Expedition to 
Zhodane, in which Imperial ad- 
venturers equipped with a person- 
ality overlay device infiltrate a 
Zhodani base. Imperial sources 
denied the allegation, but added 
that the adventure would be avail- 
able in the near future. 

Available now from the Imp- 
erial archives is /nvasion: Earth, 
a re-enactment of the final battle 
of the Solomani Rim War. Both 
these items are published by the 
Imperial Stationary Office — 
Games Designers’ Workshop. 

News has also come in of a 
proposed commando raid in the 
Gateway Quadrant. This is to take 
place in Judges Guild’s new adven- 
ture, Amycus Probe. The adventure 
is part of JG’s Gateway Quadrant 
Campaign, as are their other new 
releases — Crucis Margin, a new 
sector, and Ghostring, a detailed 
planet complete with a native race 
and one major scenario plus 
additional variants. All these items 
are approved for use with Traveller, 


FINGERS DOES 
THE WALKING 


Finieous Fingers, the well-known 
thief and chicken, has left his 
home in The Dragon and taken up 
residence in Adventure Gaming, 
the new hobby gaming magazine 
edited by Tim Kask, former editor 
of The Dragon. Adventure Gaming 
is published by Manzakk Pubi. Inc. 


NEXT ISSUE 


Coming in the next issue of White 
Dwarf magazine, will be: Weed 
War — a Traveller mini-scenario; 
This is, of course, quite Impossible 
— concerning time-travel in D&D; 
and The Town Planner — a new 
series on the planning of a quasi- 
medieval economy and town sett- 
ings for campaigns. 


SS SS ET 
29 


o 4. 2s as eee Se eebqn eee eo eee ee ra Oe 


CLASSIFIED 


All classified ads must be prepaid 
at the rate of 10p per word, display 
ads £3.00 per scc. Please send copy 
and payment to White Dwarf, 27/ 
29 Sunbeam Rd, Park Royal, Lon- 
don NW10, making cheques/POs 
payable to Games Workshop Ltd. 


For Sale 

Mint Dragon issues 1-8 inc. Strat- 
egic Reviews — all 7. Serious 
offers: S Elsen, 25 Oakdene Park, 
London N31 EU. SAE for non- 
rarities. 


Quests for Adventurers 

A new collection of three exciting 
scenarios adaptable for any role- 
playing system. May be used to- 
gether as a campaign. Available 
from your local games shop or 
direct, post free at £2.25, from 
Draken Games, ‘Entwood’, Station 
Road, Dersingham, Norfolk, PE31 
6PR. 


Bleeeaaauugghhh!!! 

Yes friends, that familiar sound 
reminds you that DragonLords 8 
has now burst onto an unsuspect- 
ing world, Take a chance: send 60p 
to Marc Gascoigne, 53 St 
Matthew's Parade, Kingsley, 
Northampton. 


Congratulations! 

‘Very enjoyable’, ‘I’m most im- 
pressed’, Really good ‘zine’, 
‘Presentation excellent; Refresh- 
ingly different approach’: Just a 
few of the comments received 
about Quasits & Quasars, the 36pp 
fanzine to, oeat all fanzines. 
AD&D, dungeons, monsters, etc 
plus Traveller, RuneQuest, T&T, 
Gangster! and others. Issues 1-3 
available from J Hulks, 54 
Slimmons Drive, St Albans, Herts, 
at 6Op each (post paid). 


Wyrms Claw 

The source of new ideas and per- 
spectives for all FRP people. 
Issue 7 out now, some back 
copies available. With reviews, 
scenarios and articles at 6(0p+15p 
p&p, or £4 annual sub — can you 
afford to miss it? 37 Fanshawe 
Crescent, Hornchurch, Essex 
RM11 2DD. 


Exeter University Wargames 
Society Convention 

The Society will be hosting a two 
day Convention over the last 
weekend of January next year 
(30th/31st Jan 1982) and we 
wish to extend a cordial invit- 
ation to one-and-all to attend. 
Programme events will include 
lots of FRP‘ing, table-top battles 
and board-games of all shapes 
and sizes; if you‘d like to come 
along, drop usa line to the address 
below, giving a rough idea of 
numbers and interests, and we'll 
send you the details. Write to: 
EUWS c/o Jerry West, Cornwall 
House, St German’s Rd, Exeter, 
Devon, EX4 6TG. 


Cut-Price Card Games 

for Christmas 

4-up, Blackfeet/Starships, Classic 
& children’s playtime card games 
at 1/5 to 1/3 discount. Send SAE 
for full details to: Dave & Val 
Sutton, Toys Games & Hobbies, 
90 The Mount, Coventry, CV3 
5HH. 
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For Sale 

Darkover (£6), Odysseus (£2), 
White Dwarf 5, 10 and 11 (£5). 
Write to N Middleton, Camway 
Cottage, Temple Cloud, Avon. 


Twinworld 

A brand new fanzine with 40 
pages of AD&D and Traveller in 
A4 format. Issue one is packed 
with features including two ad- 
ventures in AD&D and ‘The Psi-! 
backers’; a Traveller scenario ... 
Rush 55p to: Twinworld, c/o 
Mike Straaten, 180 Edwin Rd, 
Rainham, Kent ME8 OAH. 


CLUBS 


NOTTINGHAM 

Valhalla Wargames 

Games: D&D, War of the Ring. 
Time: As arranged. 

Place: Members’ houses. 
Comments: Ages 12-18. Exper- 
ienced DM needed. 

Contact: Allan Toombs, 82 Repton 
Rd, West Bridgford, Nottingham 
NG2 7EL. Tel: Notts 231815. 


BRIGHTON 

Brighton Wargames Club 

Games: D&D and Traveller. 
Time: Every Sunday afternoon. 
Contact: AMWood,6 Monk Close, 
Coldean, Brighton, East Sussex 
BN1 9AH. 


ANYWHERE 

The Blue Regiment of the London 
Trained Bands (part of the Round- 
head forces of the Sealed Knot 
English Civil War re-enactment 
society) are looking for recruits 
anywhere in the country. Inter- 
ested? Please contact: Steve Payne, 
98 Suffolk Road, Barking, Essex. 


TUNBRIDGE WELLS 

Dark Tower Society 

Games: D&D, Traveller, Myth- 
ology, Apocalypse and others. 
Time: Every Saturday at 2 pm. 
Contact: Colin Pennington, 34 
Stanley Road, Tunbridge Wells. 
Tel: T W 20645. 


SOUTH CROYDON 

S Croydon AD&D Association 
Games: AD&D (some board- 
games). 

Time: Sundays 2-7 pm. 

Place: Members’ houses. 
Comments: All welcome in Coul- 
sdon, Purley, and S Croydon areas. 


HELP! 


Clubs, contacts and events can be 
advertised once at no charge up to 
a maximum of 40 words. Further 
insertions at the rate of 5p per 
word. 


AD&D St Albans 

New DM (aged 17) wishes to start 
a World of Greyhawk campaign, 
but needs players. Role-playing 
experience preferred, but even if 
you just want to say ‘Hello!’ 
please phone St Albans 39739 
and ask for Dave. 


Help! 

13 yr old wants to know if there 
is anyone in Greece to play AD&D, 
Traveller, or play by mail — any- 
thing. How about exchanging 
game ideas. Waleed Harzburn, 14b 
Dionisou, Kifisia, Athens, Greece. 


AD&D Lewisham 

Beginner to AD&D wishes to con- 
tact players to form a specifically 
AD&D and fantasy wargaming 
club in the Lewisham area; Con- 
tact: Michael Sullivan, 43 Veda 
Rd, Ladywell, Lewisham SE13 
7JQ. Tel: 01-690 0914. 


AD&D Walsall 

Experienced AD&D player, some 
DMing in urgent need of oppon- 
ents in the Walsall area. Hope to 
form some sort of club if enough 
interest. Other forms of wargam- 
ing welcome (esp board wargam- 
ing). Contact: Mike Homer, 45 
Cameron Rd, Walsall WS4 2ET. 


Help 

13 yr old D&D player would 
like to get in contact with players 
or clubs, willing to play other fan- 
tasy or SF games. Contact: Richard 
Nunn, 112 Woodville Rd, New 
Barnet, Herts. Tel: 01-440 4352. 


Help 

AD&D, Traveller etc. Players 

wanted in Melton Mowbray area. 
Ages 12-18? Interest in Middle 
Earth advantageous. Andrew 

Wells, The Homestead, Burton 
Road, Melton Mowbray, Leics. 


Dragonquest Colwyn 

Adventurers of both sexes needed 
to start a Dragonquest gaming 
group aged from 15-20. Contact: 
Colin Wilson, 17 Lianelian Rd, 
Old Colwyn, Clwyd, LL29 9UH., 
Tel: 0492 55503 (evenings). Green- 
horns and novices gladly welcome. 
No experience required. 


F/SF RP Games Loughborough/ 
Nottingham 

Is there life here in the wilder- 
ness? Recently returned to the 
area, | seek F/SF campaigns to 
join. Contact: Chris Payne, 10 
Angrave Road, East Leake, Lough- 
borough Leics, LE12 6JA. Tel: 
East Leake (050 982) 3632. 


AD&D Purley 

A 16 year-old player (with sev- 
eral years experience) wishes to 
get in touch/join any players/ 
groups within 5 miles of Purley, 
that. meets on Sundays. Please 
write to Paul Hallett, 118 Riddles- 
down Rd, Purley, Surrey. Thanks. 


AD&D Oxford 

2 experienced teenage AD&D 
players want to join campaign in 
the Oxford area. Please contact: 
Chris Lampard, 41 The Garth, 
Yarnton, Oxon, phone: KID 
6701. Or Simon Piggot, 2 Manor 
Road, Bladon, Oxon, phone: 
Woodstock 811489. 


Car Wars 

PBM Car Wars tournament starting 
soon. Turnaround about one 
week (hopefully), 6-10 players/ 
tournament. Design your own 
cars, drive in and fight. People 
with their own set should contact: 
Sean Dowie, 14 Lisburne Road, 
London NWS. Tel: 485 4306. 


is Anybody Out There? 

21-year old D&D player seeks 
exchange of ideas, rules, etc, 
mostly for playing evil characters. 
Contact: Malcolm B Maynard, 
5334-45th Ave, Delta, B C, 
Canada V4K 1L1. 
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Wanted 

Please could someone supply me 
with White Dwarf nos 1-9, 12-14. 
Good prices paid. Contact: Nigel 
Baker, 11 Repton Court, The 
Avenue, Beckenham, Kent BR3 
2EN. Tel: 01-658 7179. 


Traveller Croydon 

Traveller player/referee, age 13, 
wishes to start up a small novel 
Traveller club in the Croydon area, 
age 12 up. Please phone 668 8769 
between 6-8 weekdays, all day 
weekends. 


Desperately Wanted 

Journal of the Travellers Aid 

Society, nos 4 and 5. Excellent 
prices paid. Write to: Dan Lloyd, 
Hill House, The Hill Cranbrook, 
Kent. 


Do You Play 

AD&D, Traveller, SF and/or Fan- 
tasy boardgames in the Wolver- 
hampton area? You do — then 
Eric the Kinfinder is looking for 
you. Contact his aide, Stuart Par- 
sons, 52 Tudor Court, Dudley 
Port, Tipton, W Midlands. 


Help 

Are there any players of Traveller 
in Chobham area. Brand new 
player wants to locate or form a 
group. Please contact Philip 
Holland, Pear Tree Rise, Chertsey 
Rd, Chobham, Surrey. Tel: Chob- 
ham 6377. 


Wanted 

Good condition boxed RuneQuest 
for reasonable price. Contact: Mr 
A Veit, 36 Downlands Rd, Purley, 
Surrey CR2 4JE. 


Urgently Wanted 

Players between 10-15 wanted for 
AD&D willing to try most games. 
Contact: M Gopson, 1Chichester 
Drive, Purley, Surrey. 


Minifigs Lord of the Rings Figures 
Wanted by Lord of the Rings fig- 
ure collector. Reasonable prices 
paid. Contact: Allan Toombs, 82 
Repton Rd, West Bridgford, Nott- 
ingham NG2 7EL. Tel: Notts 
231815. 


Help! 

Any campaigns in the Abingdon 
area? Player (22) seeks D&D, 
Traveller, other FRPs and Board- 
games. Have universe will travel. 
Contact: Callum Potter, 20 Cham- 
brai Close, Appleford, Abingdon, 
OX141NT. Tel: Sutton Courtenay 
441. 


Stabcon 4 

Stabcon 4 will be held over the 
weekend of 8th-10th January 
1982 at Woolton Hall in Fallow- 
field, Manchester. For further in- 
formation contact: Dave Waring, 
11 Grandfield Avenue, Radcliffe- 
on-Trent, Nottingham. 


Wanted 

Traveller Journals nos 6 and 7 
urgently required. Good price 
paid, Contact: Neal, Lindfield 
(W Sussex) 2653. 


Play by Mail 

Players wanted for gangster postal 
game. For further information, 
please send a SAE to Andy 
Seamark, 10 Woodstock Road, 
Bushey Heath, Herts. 


Chronicle 


Miniatures (25mm scale) 


BLACK 


ADVENTURERS 
CF1 Cleric with mace ANTI—TYPES CREATURES & MONSTERS 
CF2 Druid with spear & shield CT1 Hag (Black & Midnight)25p CM1 = Hill Giant 45p 
CF3 Wizard CT2 The Grim Reaper 28p CM2 Oore with club 35p 
CF4 Illusionist with wand CT3 Ruffian with dagger 25p CM2a Semi-armoured Ogre with 
CF5 Fighter withsword& shield CT4 Ruffian with sword 25p shield 40p 
CFG Dwarf Fighter with chain CTS Brigand + sword/shield 25p CM2b Ogre Chieftain 45p 
mail & hammer CT6 Insane Hlusionist 25p CM3 Bugbear 20p , 
CF] Fighter/Henchman left CT7 Evil Owarf Fighter 25p CM3a Bugbear with two-handed 
handed + equipment & CT8 Dark Elf Fighter/Thief 25p weapon Bp 
lantern CT9 Evil Human Fighter 28p CM3b Bugbear Chieftain 35p 
CF7a Left-handed fighter CT10 Evil Cleric 25p CM3c Bugbear Shaman/witch 
CFS Ranger + sword/shield/fbow CT11 Armoured Evil Fighter 25p doctor 20p 
CFO Elf Fighter/Wizard holding CT12 Staver 25p CM4 Zombie (redesign) 25p 
staff CMS Mummy 22p 
CF10 Thief backstabbing CM6 Werewolf 28p 
CF11 Owarf thief sneaking CM7 Wight 25p 
CF12 Assassin CM8 Vampire 25p 
CF13 Assassin with dagger & CMS Hobgoblin 25p 
gsrotte behind back CM9a Hobgoblin with 2-handed 
CF14 Henchman/Hireling carry weapon 25p 
ing pack, lantern ete. etc ODDS & BODS CMSb Hobgoblin Chieftain 30p 
CF15 Female cleric- robed CB1i Tablewith 2benches 35p CM9c Hobgoblin Shaman/witch 
CF16 Samurai Adventurer CB2 Treasure Chest 25p doctor 25p 
CF17 Ninja CB3 Statue 25p CM10 Troll 35p 
CF18 Monk CB4 Beggar 25p CM11 Cyclops 35p 
CF19 Half-Ore CBS Sarcophagus 35p CM12 Lich 25p 
CF20 Paladin CM13 Medusa 25p 
CF21 Female Thiet CM14 Ghoul 25p 
CF22 Female Wizard CM15 Gargoyle 40p 
CF23 Martial Artist CM16 Wererat (Manrat form) 25p 
CF24 Fighter + 2-handed sword CM17 Flesh Golem 35p 
CF25 Berserker with axe CM18 Fire Giant* 
CF26 Gnome Fighter/IMlusionist CM19 Giant Troll* er een 
All the above are 20p CM20 War Dogs (pr)* 
CF27 Halfling Adventurer 20p * Available mid-Dec/send for prices 


CF28 Barbarian 25p 
CF29 Female Barbarian 25p 
CF30 Female Ranger 25p 


CF31 Bard 


THE MOST COMPREHENSIVE STOCK 
OF WARGAMES FIGURES AND BOARD 
GAMES IN N.E. SCOTLAND 


ORDERS TO: 
Chronicle Miniatures 
Unit 22, 
Blaenau Gwent Workshops 
Overseas please add 33% Pond Road, Nantyglo, 
Airmail please add 50% Brynmawr, Gwent. 
TRADE ENQUIRIES WELCOME Tel. 0495 312851/0495 308748 


Pluase add 10% p&p 


Orders over £10 00 
post free 


Minimum 25p 


Treasure of 


UnicornGold 


New book-out now 


Fantasy Role 
Playing Games 


from Arms and Armour Press, 2-6 Hampstead High St., 
London NW3 100. 


For immediate delivery use our 24 hour answering service, 
(01-794 3277), quoting your Access/Barclaycard no. 


9%"x6%": 
224 pages; 
illustrated. 
£7.50 (plus 
£1.10 p&p). 


CAN YOU FIND IT? 
$ 10,00 awaits the person who does 
All the clues are in the game available at your local games shop. Or in case 


of difficulty, Unicorn Gold is obtainable from Games Workshop Ltd., 
27-29 Sunbeam Road, London NW10 6JP at a cost of £3.95 plus 50p p&p. 


Unicorn Gold is MicroQuest 6 and requires Melee and Wizard in order to play it. 
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Space Opera etc. 


Ze" 


iatures & others. 


puzzles, computer games etc. 


CIGARETTE CARD SETS. 
») 


DISCOUNTS 


iG 


count card worth 7% %, 


gaming, modelling, battles, history, armour etc.) 
WIDE RANGE OF: Chess sets, boards & access- 
ories, jigsaws, Mah Jong, Backgammon, Domin- 
oes, Pub Games, Go, Tarot Cards, family games, 


NEW SPECIAL: mounted & framed OLD 


games & models 


DER DESIGN 


a D&D, AD&D, Runequest, Tunnels & Trolls, Chivalry & Sorcery, Fantasy Trip, Traveller, 


VISIT, WRITE or TELEPHONE for all your GAMES & RULES by Avalon Hill, TSR, SPI, Yaquinto, GDW, 
OSG, Judges Guild, FGU Flying Buffalo, Chaosium, WRG, Metagaming, WWW, Philmar, Games Workshop, 
Newbury, Skytrex, Tabletop, Eon, D6, Cry Havoc, Task Force, Sim Can, Hartland Trefoil, Nova, Steve Jackson, 
CWW, Games Science, Ral Partha, Studio Anne Cariton, Parker, Waddingtons, Railway Rivals, plus many others. 


FIGURES & MODELS BY: Citadel, Ral Partha, 
Chronicle, Grenadier, Valiant (Ships & Space- 
craft), QT Models, Phoenix Models, Barton Min- 


PLAKA PAINTS 
The figure painter's dream, Strong, vivid colours, in an easy and cheap to use 
paste form. Fast drying, permanent, waterproof watercolours, 
1% oz JARS — STANDARD COLOURS 66p EACH 


ACCESSORIES: Plaka Paints, Handover brushes Black - white - lemon - yellow - orange - vermilion - carmine - deep madder - 

dice, magazines & fanzines, books (uniforms, red violet - blue violet - blue deep - blue - blue pale - turquoise blue - blue 

green - green deep - green - green middle - yellow green - yellow ochre - yellow 
brown - red brown - brown - flesh 


1%4oz JARS — FLOURESCENT COLOURS 
white - blue - yellow green - yellow - orange - light red - blue red 
1%oz JARS METALLIC COLOURS 96p EACH 
Rich gold - pale gold - Britannia silver 
Also gloss varnish 63p and priming medium 94p 
SABLE BRUSHES 
Pure Kilonsky sable long hair artist brushes, hand-made in London by A.S. 
Handover Ltd. The brushes professionals use. 00 - 95p; 0 - £1.10; 1- £1.21; 
2- £1,.33;3- £1.85 


PRICES: IF THE ABOVE COMPANIES PRODUCE IT — WE STOCK IT. FIND THE LOWEST PRICE IN ANY 
AD IN THIS MAGAZINE, AND WE WILL MATCH IT. 


MAIL ORDER: Please add 50p to all orders 
under £10, Over £10 free. Catalogue & details 
with SAE or order. Gift tokens available. 


5, BRAUNSTONE GATE 


ALL CUSTOMERS: mail order & visitors receive a dis- LEICESTER 


LE35LH 


CLUBS & SCHOOLS receive a discount of 10% off purc- TELEPHONE (0533) 549182 
hases over £35 & 15% off purchases over £85, 


OPEN FROM 9.30 TILL 6.00, 
MONDAY TO SATURDAY. 


Expansion Sets 6 & 7 
for COSMIC ENCOUNTER 


Add 24 new aliens and LUCRE, a monetary 
system, with these two new sets. 


ALSO NEW! 


HOAX—the game of imposters 


RUNES—a different kind of 


word game 


AND DON’T FORGET 


DARKOVER QUIRKS 


based on the novels by the game of 
MARION ZIMMER BRADLEY _ un-natural selection 


Ask for EON games at your local 
hobby and game store. 


EON PRODUCTS, Inc., 96 Stockton Street, Dorchester, MA 02124 


Tired waiting 
for your games to arrive ? 
Visit our shops in the north and take 
time to browse at your leisure around 
our huge range of Fantasy, Sci-Fi 
and Wargames, 
You will find all the new titles from 
leading publishers in stock and we 
willingly offer advice and help you 
find the game to interest you, 
Puzzles, Tarot Cards, Reproduction 
Cards, Jigsaws, Electronic Chess and 


Backgammon, Mah Jong, Go, Books 
A. and magazines and much much more. 


NEWCASTLE SHOP NOW OPEN 


ADULT GAMES SHOPS 
031-226 3354 
041-334 2111 


13 Forrest Road, Edinburgh 
536 Great Western Road, Glasgow 
103 Grey St, Newcastle-Upon-Tyne 0632-612999 


OPEN MONDAY TO SATURDAY 9.30 TO 5.30 
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THE BEST 


AS 
FANTASY & 
wa GAME S 
MIDLAN DS. 


John WW Banal Ltd 
Biel 44 Biccadily Hanleu 
Stove on Trent Tel 263574 


Probably the = 
selection of Games 
you will ever see 


2,Castle St.Kingston 
Tel:01-549 6486 


NEW GAMES SHOP 
NOW OPEN IN HIGH WYCOMBE 


‘NOT JUST STAMPS’ 
17/19 CRENDON ST., 
HIGH WYCOMBE , BUCKS 
Tel: HIGH WYCOMBE 
(0494) 41717 


ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS 


ee ee 


in the South 


Science Fiction 


Swords & Stars (SP1) £7.95 


* Shooting Stars (Yaq) £11.95 


Dune (AH) B, R £10.95 


t Starfall (Yaq) Be9.95 


Starfleet Battles (TF) £9.95 
Starfire, Asteroid 04 (TF) £2.95 


* Dark Stars (SimCan) £7.75 


Mayday (GDW) £4.50 

Dark Nebula (GDW) £4.50 

The Awful Green Things from Outer Space 
£7.95 

John Carter of Mars (SP1) £12.95 
Imperium (GDW) £8.50 

Asteroid (GDW) £4.50 

Kung Fu: 2100 (SUG) £1.95 

Time Tripper (SP1) £5.95 

Wreck of the BSM Pandora (SP1) £4.95 
Bioodtree Rebellion (GOW) £9.95 
Starfire Il, Robots (TF) £2.95 each 
Space Opera (FGU) R, Bxd £9.90 


* Ground & Air Equipment (FGU) £3.15 
* Outworld, Star Sector Atlas (FGU) £3.95 each 
*  Martigan Belt (FGU) £3.25 


Warpwar, Artifact (MGC) £2.99 each 
Cosmic Encounter (EON) £8.50 

CE Expansion Kits 1-7 £3.00 each 
GEV (MGC) £2.99 

Quirks (Eon) £8.95, Expansion Kits £4.04 
Stellar Conquest (MGC) £8.95 

Dawn of the Dead (SP1) £5.95 
Diadem (FGU) £13.95 

Outpost Gamma, Star Viking (Her) £3.95 
Dimension Demons (MGC) £2.95 
Amoeba Wars (AH) £10.95 
Triplanetary (GDW) £8.95 

Attack of the Mutants (Yaq) £6.00 
Asteroid Pirates (Yaq) £6.00 

Azhanti High Lightning (GDW) £14.90 
Demon's Run (Yaq) £6.00 

Kroll & Prumni (IT) £9.95 

Car Wars (SJG) £1.99 

Aftermath (FGU) R £12.50 

Into the Ruins (Scenario) £3.95 
Universe (SP1} R £12.95 

Fifth Frontier War (G@DW) £10.95 


SF - Traveller R,S (GDW) 


Deluxe Edition £13.95 


t Basic Rules Set £5.95 


Mercenary, Highguard £2.95 each 

1001 Characters, Animal Encntrs, Citizens, 
Spinward Marches, 76 Patrons, Traders & 
Gunboats, Library Data, Fighting Ships, 
ISS Ship Files, Starship Layout Pads £1.95 
each 

Ship Plans: 

Tethys, Leander £3.70 ea. Fenris £4.95 
King Richard $6.50 

Scenarios: 

Twilight's Peak, Leviathan, Kinunir, 
Research Station Gamma, Marooned/Mar. 
Alone, 

Trillion Credit Squadron 

Argon Gambit/Death Station 
Shadows/Annic Nova £2.50 each 

Ley Sector (JG) £3.70 

Pen-Latol's World $6.00 

Saples, Lomodo IV, Nithus £5.25 each. 

50 Starbases (JG) £4.70 

Glimmerdrift Reaches (JG) £3.75 

Doom of the Singing Star (JG) £8.95 

Dark Star 20p & s.a.e. 


Special Offer 
* New Arrival 


R_ Role Playing Rules 
S_ Play Solo 

B Boardgame 

M 


Miniature Rules You may phone orders and pay by ACCESS 


e Come & see the BIGGEST & BEST 
Selection of Games, Rules & Accessories 


Fantasy — Role Playing 
Dungeons & Dragons R 


* Basic Set £8.50, *Rule Book £4.04 
D & D Expert Set £8.50, Rulebook £4.04 
* Fiend Folio, Monster Manual £8.50 ea. 
Players Handbook £8.50 
Referees Guide £9.95 
Deities & Demi-Gods £8.50 
Dungeon Modules: 
G1,2,3,01,2,S2 £2.80 each 
Basic 81, T1, A1, 03 £3.25 each 
Expert Set Module X1,L1, £3.80 each 
*  ©€2- Ghost Twr of Invemess (Ivis 5-7) £3.25 
Q1, C1 £4.25 
$3 - Expedition to the Barrier Peaks £5.35 
* Al-Slave Pits (Ivis 4-7) £3.25, A2, A4, £3.80 
World of Greyhawk £6,50 
* The Unknown Gods (JG) £4.90 
* Thieves Guild | £6.95, || & Ili £4.50 ea. 
* Temple Book | (JG) £2.15 
* Book of Ruins (JG) £3.25 
Dungeon Tiles £7.95 
* Haven City £10.95 
* Portals of trontooth (JG) £3.20 
* 3 Quests for Adventurers (Nec) £2.40 
* Official D&D Miniatures £4.25 & £7.00 
* Handbook of Tricks & Traps (DT) £4.95 
* Monster File No. 1 (DT) £3.50 
* Monsterpack-? (Lair) £1.65 


The Fantasy Trip (MGC) R 


In the Labyrinth (for Referees) £3.80 
Wizard, Melee, Death Test | £3.15 each 
Advanced Melee, Adv Wizard £3.80 each 
Tollenkar’s Lair £2.40 
GraliQuest, Silver Dragon £3.15 each 
Security Station £3.10 

* Fantasy Masters Codex £7.50 


Tunnels and Trolls (FBI) R £3.95 | 


Boxed Set £6.95 
Character Sheets £1.65 
Solo Dungeons: 
Overkill, Buffalo Castle, Labyrinth, Naked Doom, 
Sorcerer Solitaire, Sword for Hire, £2.20 each 
Beyond the Silvered Pane, 
Arena of Khazan £2.40 each 
City of Terror £3.95 

* Dargon’s Dgn, Sewers of Oblivion £3.20 each 
The Toughest Dungeon £3.20 
Sea of Mystery £2.50 
Circle of Ice, Goblin Lake, Abyss £1.05 each 
For Dungeon Masters: 
Uncle Ugly'’s Underground Level £1.05 
Dungeon of the Bear 1,2 & 3 £1.65 each 
Catacombs of the Bear Cult £2.50 


Runequest (Ch) R £7.95 (2nd Edn) 


Boxed Runequest £14.95 
Source Packs £1.65 each 
Cults of Prax, Foes £7.95 each 
Cults of Terror £6.95 
* RuneMasters, Plunder £4.35 each 
* Gateway Bestiary £5.25 
Scenarios: 
Griffin Mountain £9.95 
Balastors Barracks £2.15 
* Apple Lane, Snake Pipe Hollow £3.80 
Broken Tree Inn (JG) £3.25 
Duck Tower £4.80 
Hellpits of Nightfang £2.04 
Runequest Shield £2.20 
* City of Lei Tabor (JG) £5.35 
* Duek Pond (JG) £4.75 


Chivalry & Sorcery (FGU) 
Rulebook £6.50 
Sourcebook, | £4.95, 11 £4.50 
Swords & Sorcerers £4.95 
Arden £4.95 Destrier £2.75 
Saurians £6.95 


These were just some of our games. Our catalogue contains details of virtually all games 
available in the U.K. Send 16p in stamps & 15%ps.a.e. foverseas 4 i.r.c.) for a copy 


(or free with orders over £4.00) 


MAIL ORDER CHARGES: SFPO/APO (Europe) Overseas: Surface 
Mail— Add (minimum 70p), Europe Air Mall— add 40% (minimum 90p): 


Mortal Combat R £3.90 
Cardboard Heroes £1.99 
Sets |, Il, Ill, IV. 


Fantasy Games 


+ Mystic Wood (Ph}) £6.95 
Demons (SP1) Boxed £4.75 

+ Wizard's Quest (AH) £10.95 

+ Sorcerer's Cave (Phi) £6.90 
S.Cave Expansion Kit £2.95 
Fantastic Encounters S £3.00 
Middle Earth (SPI) £12.95 
War of the Ring (SPI) £9.95 
Superhero 2044 (FGU) R £4.10 

* Hazard (JG) (SprHero Aid) £1.70 

Swordquest (TF) £4.15 

Zargo's Lords (IT) £10.95 

Iliad (IT) £8.95 

Odyssey (IT) £8.95 

Magic Wood (IT) £7.50 

Arduin Adventure (Bxd) £7.95 

Warlock (GW) £6.95 

Hammer of Thor (GSi) £14.95 

Dragon Lords (FGU) Bxd £9.45 

Transylvania (May) £2,70 

The Castle £4.25 

Stormbringer (Ch)R £14.95 

* Dragon Pass (Ch) £10.95 
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Board Wargames — PreXXth 
Century 


+ Warand Peace (AH) £11.95 
Middle Sea (FGU) £12.45 
t Kingmaker (AH) £10.95 
Ram Speed (MGC) £2.95 
Gladiator (AH) £8.95 
Campaigns of Napoleon (WEG) £10.95 
Kingmaker (Phi) £10.60 
Thin Red Line (Yaq) £12.90 
Barbarians (Yaq) £5.95 
Arcola, 100 Days (OSG) £3.75 each 
Empires of the Middle Ages (SPI) £12.95 
Bonaparte in Italy (OSG) £13.95 
Yorktown (IT) £9.95 
Jena (IT) £15.00 
Waterloo (IT) £16.00 
Attila the Hun £9.95 
Alaric the Goth (SS!) £8.95 
Jihad! (SimCan) £7.75 
Oregon Trail (FGU) R £9.95 
Fury of the Norsemen (MGC) £3.15 
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Board Wargames-— 
XXth Century on 


East & West £16.00 

Trenchfoot (GDW) £6.50 

Hof Gap (SPI) £6.95 

Fifth Corps (SPI) £6.95 

Tito, Paratroop (SPI) £6.95 each 
Fall of France (GDW) £14.95 
Suez '73 (GDW) £9.95 

Battle for Stalingrad (SPI) £10.50 
‘88’, Panzer (Yaq) £11.95 each 
Fast Attack Boats £5.25 

The Longest Day (AH) £40.00 
Fortress Europa (AH) £11.95 
Kanev (PG) £7.95 

Ace of Aces (WWI Aerial) £9.95 
Ace of Aces Powerhouse £9.90 
Stalin's Tanks (MGC) £3.25 
Operation Pegasus (TF) £3.25 
Squad Leader (AH) £11.45 
Cross of tron (AH) £9.95 
Crescendo of Doom (AH) £10.95 
Raid on Iran (SJG) £1.99 

Divine Wind (SimCan) £7.75 
Next War (SPI) £30.50 

Assault on Leningrad (WWW) £4.25 
Armour at Kursk (TF) £5.35 

* Third Reich (AH) £10.95 


see eee 


Air Mail elsewhere - add 75% (minimum £1.40) except Yaq, AH & PAI 


games ~ add 100%. 
Payment in © Sterling please. 


Please mention WHITE DWARF when replying to advertisements 


SHOP OPEN: 9.30 — 1.30. 2.30—5.15 


on Mon, Tues, Thurs, Fri. 
9.15 — 5.15 on Saturday 


CITADEL, RAL PARTHA & LEVIATHAN Fantasy and Science Fiction miniatures at 
manufacturers prices p&p 10% (12p min.-90p max.) Overseas p&p 30% (SOp min.) 


Other Games 


* Grass £4.35 
Game of Ancient Kingdoms (HT) £10.00 
Ephemeris £7.50 
Jolly Roger (IT) £7.50 
Tabu (IT) £7.50 
Mentalis £4.50 
Source of the Nile R £11.85 
Civilisation (HT) £17.00 
Doublethink £5.75 
Skirrid, Entropy £6.90 each 
|Q Game £2.90 
Election (Int) £7.90 
Rubik's Cube £5.90 
Singmaster’s Notes on Rubik's Cube £1.70 
Simple Approach to Magic Cube 70p 
* Escape from Colditz £10.65 
Hare & Tortoise £8.95 
Game of Nations £9.45 
Othello £7.50 


Power Politics/Diplomacy 
/Economic Games 


Diplomacy (Phi) £9.00, (AH) £12.45 
Samurai (AH) £10.95 
After the Holocaust (SPI) B £11.95 
Der Fuhrer (LS) S,8 £2.99 

* Roaring 20's (Yaq) £6.95 
Machiavelli (AH) £10.95 
Apocalypse (GW) £6.95 

* Imperium Romanum £17.90 
Mercenary (FGU) Bxd £8.00 

* Empire (IT) £16.00 


*. 


see ee 


Business Games 
Bureaucracy {AH) £13.95 
Acquire (AH) £11.95 
1829 (HT) 8 £17.00 
Fortune (Phi) B £12.90 
Oil Depots & Ironmaster (DGW) B 95p 
Rail Baron (AH) B £11.95 
Business (Wadd) £9.95 
Foreign Exchange (AH) £11.95 
Market Madness (Yaq) £6.95 
Railway Rivats (RG) £4.35 


Sports Games 


Across the Board (MPH) £7.50 

Goal Line Stand (Gsi) £9.75 

Monday Morning Manager £4.95 

Minden Association Football £3.75 

Baseball Simulation £12.50 

Run Chase Cricket (GU) £3.70 

NBA Basketball (AH) S £11.95 

USAC Auto Racing (AH) S £10,95 
* Title Bout (AH) S £12.95 

Neck & Neck (Yaq) £6.00 


Magazines 


The Space Gamer (SJG) £1.50 

The Dragon (TSR) R £2.75 

White Dwarf 95p 

Best of White Dwarf Scenarios, 

Articles £1.75 each 

Pegasus £2.10 

StormLord 65p 

Different Worlds £1.60 

Sorcerer's Apprentice £1,30 

Fire & Movement £2.25 

Strategy & Tactics (« game) £3.95 

Wargamer (+ game) £3.25 
* Alien Star, Quasits & Quasars 75p 
* New Beholder 90p 

The Grenadier (GDW) £1.50 

SEWARS 80p, Palantir 60p 

Wyrms Footnotes £1.45 

Ares (SP?) £2.95 
* Red Giant, Black Rider 65p each 
Wanderer, Wyrm's Claw 75p each 
The General (AH) £1.75 


ESDEVIUM GAMES (W8) 


185 Victoria Road 
ALDERSHOT Hants GU11 1JU 
Tel: Aldershot 311443 


or (evenings) Farnham 722269 


— NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 


CRASIMOFFS WORLD 


Crasimoff’s World is a new type of fantasy postal 
game in which players use their chosen characters 
to roam an intriguing world of magic and danger. 
The aim is to improve your character’s points and 
the amount of people in your group so that you 
can dominate a particular area. 


Towns are scattered all over the continents and at 
these it is possible to buy and sell, trade, and gather 
information. Each town is separate and there is 
often fighting between them. 


There are the powerful descendants of Crasimoff’s 
dying race and other savages, wild beasts, and 
animals that need to be watched. 


There are the old power halls, vanishing towers, and 
gods’ temples from Crasimoff’s days that are now 
unused and forgotten by most. 


Crasimoff’s World can be joined for £5.00. For this 
Players meet to fight, trade, make pacts, and join you get a rulebook, the first five rounds, and all 
alliances; but the main rule is that, within the con- necessary equipment. Future rounds are £1.00 each. 
fines of the game, anything is possible. Rulebooks may be bought separately for £3.00. 


Send to K.J.C. Games, 5 Vicarage Avenue, Cleveleys, Lancashire FY5 2BD 


HRA WIZARDS 
Cheapest SIRF | WARRIORS 
(is aniP Supplier Wizards and Warriors is the most realistic and 
in SWEDEN ? 


playable play-by-mail game on the market. 
“Sure it is. What makes it so great?” 
Judge for yourselves after you’ve seen my 
prices. 


Well, as a beginning player, you become a 
human, orc, dwarf, halfling, or elf in command of 
a small group of adventurers. The world is over- 
flowing with magic, dragons, demons, giants, 
elementals, raiders, pirates, gnomes, undead, 
strong but killable gods, and over one thousand 
other creature or character types. 

“Sounds good! What about the cost and proc- 
essing speed?” 

The rulebook, setup and first turn are only 
$ 5. Thereafter, turns are just $ 2.50 ($ 2.00 to 
US and Canada players) which includes 4 special 
actions. Extra special actions are 25c each. Turns 
are processed the same day received and sent out 
the next day! 

“GREAT! How do | join?” 

Just send $5 (US funds) to: 

Rebel Enterprises, 
R4, Box 802, 
La Follette, TN 37766, 
USA 

“Look out Sauron! | just happen to have 

this ring, see...” 


I'm an SF&F gamer that sells games on a low- 
profit, low-price basis so that other gamers can 
get hold of the games they want without 
having to stretch their budget beyond the limit 
of existence. 


Vast range of titles in stock. 


Send for list of games today and enjoy the 
sight of games sold at reasonable prices. 


Mikael Borjesson 
Dirigentgatan 6 
S - 421 38 V FROLUNDA 
SWEDEN 
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Following the success of GamesFair '81 - ', . . undoubtedly this 
year’s best convention...’ TSR proudly announce 


GAMESFAIR ’82 


ON FRIDAY, SATURDAY AND SUNDAY, 2nd, 3rd, and 4th 
APRIL 1982 AT READING UNIVERSITY 
WITH SPECIAL STAR GUEST 


E. GARY GYGAX 


GamesFair '82 offers a full weekend of ADVANCED DUNGEONS 
& DRAGONS (R) and other great games, including a chance to 
compete in the second AD&D(TM) Open Championship for the 
title ‘British AD&D Champion’. Also featured will be a wide spect- 
rum of Hobby games to test your skill including Traveller, Apoc- 
alypse, 1829, Railway Rivals and a number of NEW games, There 
will again be the ever popular array of computer arcade games. AS 
AN EXTRA SPECIAL FEATURE E. GARY GYGAX WILL BE 
PRESENT THROUGHOUT THE WEEKEND ANSWERING 
YOUR QUESTIONS AND POSSIBLY RUNNING A DEMONST— 
RATION GAME, 


Full details and confirmation of events will be given in the Games- 
Fair programme. 


Both residential tickets and non-residential tickets will admit 
holders to the convention complex throughout the weekend. 
Residential tickets include two nights in your own university study- 
bedroom and full English breakfast on Saturday and Sunday. 
Inexpensive meals will be available to a// ticket holders throughout 
the weekend in the convention area. 


Entry to the two-day AD&D Open Competition is limited and 
must be registered in advance. The competition is only open to 
those booking tickets and a £1.00 fee is payable. Successful 
bookings will be confirmed by post and programmes sent before 
the event. Tickets will be issued at the convention complex, and 
will be needed to gain access to convention facilities. We regret 
that non ticket holders will not be allowed entry and that refunds 
(minus a £2.00 administration charge) will only be possible on 
cancellations made before 31st January 1982. Persons under 14 
years of age cannot be admitted. 


We need your help 
*Reliable, careful, experienced DMs are needed to help run the 
AD&D Open. Please mark your application accordingly if you 
would like to be a part of this great event. 

*Would you like to run your own game? Let us know in good time 
and we will advertise it in the GamesF air programme. 

= ee ee eee eee 
BOOKING FORM: To TSR Hobbies (UK) Ltd. } 


Please send me . . . residential ticket(s) for GamesFair '82 
@ £26 (£25 for PA members) 

(Please add £2.50 if you require a iM 

superior room with a sink) 

non-residential tickets for GamesFair 

‘82 @ £6 (£5 for PA members) 


Please send me... 


| wish/do not wish to enter the AD&D Open. Fee £1. 


TOTAL 


i lam/am not a member of the PA. | 
My membership number is............- 
| do/do not wish to help DM the Open: ! 
{ (On a separate piece of paper, please 
give some details of your experience.) 
| 1 would/would not like to run a game | 


of my own. Please specify: 


My name: My address: a 


Please make cheques/PO’s payable to TSR Hobbies (UK) Ltd., and ! 
send to the organizers at GamesFair, TSR Hobbies (UK) Ltd., 
The Mill, Rathmore Road, Cambridge, CB1 4AD. Telephone: J 
Cambridge 0223 212517/8. 

= a ee oe ee ee 


BOOK EARLY TO AVOID DISAPPOINTMENT 


If booking for more than one person please include all names and 
addresses. 
send the 


If you do not want to deface your WHITE DWARI 
information on a piece of paper. 
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Would your 
'gaming pals like a' 
WHITE DWARF 


for Christmas? 
RAEN. FORE, 


CHRISTMAS SUBSCRIPTION OFFER 
Take out a White Dwarf subscription as a Christmas present 
for your fantasy gaming buddies. 


UK—£5,.50 
USA—$26.00 (airmail) 
Europe—£8.50 
Other—£12.00 (airmail) 


25 LS Sw 
Together with the recipie 
we will send a special Christmas card informing them of their 
present, the sender’s identity, and the issue number that the 
subscription will commence with if their present subscription 
+, has yet to elapse. 

Just write requesting the Christmas Subscription Offer 
and give the recipient’s, and your own, name and address. 
) Please enclose a cheque/PO for the appropriate amount made 
out to: Games Workshop Ltd., and send to: Games Workshop 
pLtd., 27—29 Sunbeam Road, Park Royal, London NW10. 


Y 


y 


BINDERS 


Make sure you keep the coffee stains off your White Dwarf collection 
by protecting them in your own White Dwarf binder 


“ Holds 12 issues 
* ‘Red Leather’ finish 
* White Dwarf embossed in silver on spine 


Send £2.95 + 50p p&p to Games Workshop Ltd., 27-29 Sunbeam Road, 
London NW10 6JP. OVERSEAS CUSTOMERS; Europe: please add 20%; 
Other Overseas: please add 33%; Airmail: please add 50% for p&p. 


[ILLUSION 


Miniatures for Fantasy Gaming in 54mm. 
All masters individually sculpted. 
Animation second to none. 
Send large s.ae. for details to- 
J.J. Marlow 
ILLUSION 
Sleepy Hollow 
Brafield on the Green 
Northampton. tel. N’ptn 891496 
Trade enquiries welcome 


Please mention WHITE DWARF when replying to advertisements 


YREVER PEOPLE 
NOW HAS | 
TWO LOCATIONS ji 


B R ISTOL ; B AT H * Artists include Alan Hunter 
59 PARK STREET 14 KINGSMEAD SQUARE ‘J » Subs. in multiples of, UK 60p 
8 +10p P&P, USA $5 inc. P&P, to 
Tel. 0272 25454 Tel. 0225 66474 e M. Parnell, 

87 Boscombe Grove Road, 
Bournemouth, Dorset, England 


Strike it before it strikes you! 


Issue 1 & 2 of the new bi- 
monthly RPG magazine 
available now 
* Module-like D&D scenario, 


BOTH SHOPS ARE OPEN SIX DAYS AWEEK, 10AM-6PM 


Ss. F. BOOKS ye? 
DUNGEONS & DRAGONS 
MARVEL & D.C. COMICS 
MINIATURE FIGURES 
‘POSTERS, BADGES 


UNDERGROUND COMIX 
WARREN MAGAZINES 
TRAVELLER, RUNEQUEST 
‘HIGH TIMES, ART BOOKS 
Ss. F. ra MAGS wing! 


SDE IOI D.DOLO. OID) EI Ny 


AT LAST... 


SOUTH BEDFORDSHIRE’S ONLY SPECIALIST 
HOBBY GAMES AND MILITARY MODELLING 
SHOP IS NOW OPEN 
STOCKIST OF:- 

DUNGEONS & DRAGONS ¢ TRAVELLER 
¢ RUNEQUEST * TUNNELS & TROLLS 
e SPACE OPERA ¢ CHIVALRY & SORCERY. 
PLUS A RANGE OF FANTASY FIGURES BY 
CHRONICLE & CITADEL. 

A GOOD SELECTION OF BOARD GAMES ALWAYS 
IN STOCK. 


THE GUARD ROOM 


38 WEST STREET, DUNSTABLE. Tel: (0582) 606041 


TRAVELLER 


Science-Fiction Adventure in 
=~ is Free Trader Beowulf, the Far Future 


calling anyone. . . 

Mayday, Mayday. .. we are under 
attack. . . main drive is gone. . 

turret number one not responding. . . 


Mayday. . . losing cabin pressure GDW’s award winning SF 


fast. . . calling anyone. . . please help.-. . 


This is Free Trader Beowulf. . . role-playing game! 


Mayday. . . 


TRAVELLER 


Science-Fiction Adventure in Game Designers’ Workshop Games Workshop 
the Far Future P.O. Box 1646, 27/29 Sunbeam Road 
Bloomington, IL 61701 Park Royal 
USA London NW10 
UK 


\ xf EEE ‘ | 
‘SEND S.A. E. FOR 1 MAILORDER 


Military Simulations 
18 Fonceca Street 
Mordialloc, VIC 3195 
Australia 


Game Designers’ Workshop 
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50-54 MANCHESTER ST., 
LIVERPOOL L1 6ER 


a m es OF LIVERPOOL 


UNIT 20, MERRION CENTRE, 
LEEDS 2 


SHOPS OPEN MON.-SAT. 9 a.m. to 5.30 p.m. 


FOR WAR, FANTASY AND SCIENCE-FICTION GAMING 


FANTASY GAMES UNLIMITED inc. 


SPACE OPERA 


This fine system now has supplementary material which 
provides referees with scenarios, star-sectors, equipment 
and ideas all of which enlarge the scope of any campaign 
Look out for lots more material, plus the Space Opera 
magazine: ‘PK Crystal’, out soon 


TRADE ENQUIRIES 
WELCOME 


ROLE-PLAYING GAMES 


CHIVALRY & SORCERY: medieval/fantasy role-playing 
Chivalry & Sorcery rulebook £6.50 
C&S Sourcebook 1; supplementary material £4.95 
C&S Sourcebook 2; supplementary material £4.95 
Swords & Sorcerers; supplementary material £4.95 
Saurians; prehistoric society and beasts £6.95 
Arden; C&S scenario pack £4.95 
Bireme & Galley, C&S naval combat £7.45 
Castle Plans; 25mm scale castle floor pians £2.95 
Fortification Plans, 25mm floor plans £2.95 
Homes & Hovels; 25mm cut-out medieval buildings £3.25 
Towers for Tyrants; 25mm cut-out medieval keep £3.95 
SKULL & CROSSBONES — piratical role-playing 

Boxed Set; rules, map, charts, etc £7,95 
Pieces of Eight; S&C scenario pack, ships, boats, etc. £2.45 
GANGSTER — criminal underworld role-playing 
Boxed Set, rules, charts, etc ; aa 
FLASH GORDON & THE WARRIORS OF MONGO 
Rulebook ‘ 


STARSHIPS & SPACEMEN — sf role-playing 
Rulebook 

SPACE OPERA ~— sf role-playing 

Boxed Set with rules, charts, etc c 
Ground & Air Equipment; SO heavy weapons 
Martigan Belt, SO scenario pack 1 

Star Sector Atlas 1; planets in the Terran Sector 
Outworlds: Star Sector and scenario ideas 
AFTERMATH — post holocaust role-playing 
Boxed Set; 3 rule books, charts, tables, etc £12.50 
Into the Ruins; Aftermath scenario pack 1 £3.75 
VILLAINS & VIGILANTES — superhero role-playing 
Rulebook £3.25 


£3.95 


£9.95 
£3.15 
£3.25 
£3.95 
£3.95 


- western role-playing 

£8.95 

Trouble on Widows Peak; Wild West scenario pack £2.75 

BUNNIES & BURROWS — eee rabbit role-playing 
ernie | 


CHIVALRY & SORCERY 


For those C&S fans who have felt a little neglected re- 
cently we now have available C&S Sourcebook 2, Con 
tains more details on Doors, Locks, Weaponsmithing, 
Spells for NPC’s, Runes, Alchemetical Materials, Magic 
items, Strategic Warfafe system and lots more 


BOARD GAMES 
Colony Deita; human vs alien sf combat 
Diadem; clash of rival planetry empires 
Conquest of North America; historical game 

of colonisation 

The Dragon Lords; Fantasy wargame 
Lords & Wizards; fantasy wargame x 
Middle Sea; multi-player feudal empires game 
Oregon Trail; old west wagon trains .. - 
Mercenary; renaissance warfare and intrigue 
Madame Guillotine; the french revolution 


RULE BOOKS 


Space Marines; sf ground combat 
Archworld; fantasy battles 

Down Styphon; pike & shot/fantasy 
Fire, Hack & Run; pre-1880 skirmish 
Frederick the Great; 7 years war 
Giac My; war in Vietnam 
Gladiators; combat in the arena 


£7.95 
£13.95 


£4.75 
£9.95 
£9.95 
£12.45 
. £9.95 
£7.95 
.. £2.25 


TUNNELS & TROLLS 
FANTASY GAMES SYSTEM 


Rulebook (2nd edition) £3.95 
Tunnels & Trolls, Boxed Set £6.95 
Naked Doom. Solo Dungeon £2.00 
Sorcerer Solitaire, Solo Dungeon ... £2.00 
Sword for Hire, Solo Dungeon £2.00 
Labyrinth, Solo Dungeon £2.00 
Buffalo Castle. Solo Dungeon £2.00 
City of Terror, Solo Adventure £3.75 
Beyond the Silvered Pane £2.25 
Arena of Khazan i £2.25 
Weirdworld, Solo Dungeon £2.00 
Overkill, Solo Dungeon ..... £2.00 
Dungeon of the Bear, Levels 1, 2, 3, £1.50 
Uncle Ugly’s Underground ..... £1.50 
Dargon’s Dungeon, Solo £3.00 
Circle of Ice, Solo 95p 
Abyss, Solo Adventure 95p 
Goblin Lake, Solo Adventure 95p 
Sorcerer's Apprentice Mag £1.10 
T&T Character sheets, pad of 25 £1.50 
Sewers of Oblivion £3.00 
Catacombs of the Bear Cult 1 £2.50 
Sea of Mystery, Solo Adventure £2.50 
Grimtooth’s Traps, Game aid £3.75 


TRADE ENQUIRIES WELCOME®@ 


DICE 

Poly Set (6 High Impact dice): £1.50 
D4: 35p each 012: 35p each 
D8: 35p each D20. 35p each 
010: 35p each D6 from 8p each 


Natural D20 — numbered 1-20 35p each 


Griptop Bags 

2\/4 * 2% ins (per 100) £1.00 
31% = 4Y, (per 100) £1.50 

4 5\) (per 100) £2.00 

5 * 7 ins (per 100) £2.50 
6 * 9 ins (per 50) £1.50 


ZARGONIANS Trade Enquiries Welcome 
These 23mm tall, ready coloured cardboard 
counters, fixed in plastic stands, provide 
complete dungeon populations for those 
without the time to prepare and paint metal 
figures. 75p per sheet (up to 24 pieces) 
50p per pack of 10 plastic stands 

SEND SAE for full list 

Paces» 


“s — 


WHY NOT ORDER BY TELEPHONE 
USING ACCESS OR BARCLAYCARD 
save the trouble of sending a letter 
and cheque 


WE PREFER THIS METHOD — We can try to 

answer any queries and you will also be sure 

you are getting exactly what you want and 

sooner — normally by return of post 

P&P: Order value over £6.00 — Free 
Order value up to £6.00 — Add 25p 


OVERSEAS TRADE ORDERS WELCOME 
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WILD WEST 
Boxed Set; rules, maps, charts, etc 
£6.75 
£3.25 Rulebook 
YAQUINTO GAMES 
Barbarians album games £5.95 
Asteroid Pirates: album game £5.95 
Demon's Run. album game £5.95 
Attack of the Mutans: album game £5.95 
Roaring Twenties. album game £6.95 
Neck and Neck: album game £5.95 
Market Madness; album game £6.95 
Time Wars: st game £9.75 
Starfall: sf game £9.95 
Battle: beginner's album game £4.95 


Ultimatum: contemporary, strategic £8.50 


CV: Battle of Midway £12.95 
Beastiord: fantasy £11.75 
Panzer: WW2, tactical £10.75 
lronclads: naval . £10.75 


Swords and the Flame: colonial rules £2.95 
Murfreesboro”: ACW £9.95 
Mythology: fantasy .. £10.50 
Thin Red Line: Battle of Waterloo £12.50 
Great Redoubt: Battle of Borodino. £12.50 
88°: WW2 Western Desert, tactical £11.95 
Pickett’s Charge: Battle of Gettysburg£11.95 


Swashbuckler: album game £5.95 
lronclads Expansion Kit £9.95 
Beachead: album game £4.95 
Marine 2002: st £11.95 
Fast Attack Boats: album game £4.95 
Hero: album game £4.95 


Armour’ WW2, n/w Europe, tactical £15.95 

Shooting Stars: sf cas £11.50 

Dallas: album game £6.95 
TRADE ENQUIRIES WELCOME 


COMAND PERSPECTIVES 

Beat to Quarters: Super-detailed Napoleonic 
naval rules £5.95 
Presenting the ultimate in detailed ACW 
systems. C.P. games use the same basic 
rules with modifications for each game to 
bring our the characteristics of that parti 
cular battle 

Sharpsburg, (Zip-lock bag) £9.95 
Road to Washington (Boxed) £12.95 

TRADE ENQUIRIES WELCOME 


Traveller: Boxed, 3 books £5.95 
Mercenary Book 4 of Traveller £2.90 
High Guard: Book 5 of Traveller £2.90 


Citizens of the Imperium: Traveller aid £1.90 
Spinward Marches: Traveller sup . £2.50 
Kinunir: Traveller Adventure £2.50 
Research Station Gamma Adventure £2.50 
Shadows, Annic Nova: Double Adv'ture £2.50 


Azhanti High Lightning £14.95 
76 Patrons: Traveller sup £1.95 
Twilights Peak: Adventure £2.50 
Leviathan: Adventure £2.50 


Bright Face/Mithril: Double Adv'ture £2.50 
Pen-Latol’s World: Adventure £4.95 
Encounters in the Phoenix Quadrant £1.99 
Ley-Sector: Adventure £3.50 
Trillion Credit Squadron; Adventure £2.50 
Traders & Gunboats Travellersup. £1.95 
ISS Files: Traveller ship plans .. £1.95 
Glimmerdrift Reaches: Tr. sector £3.50 


MAGAZINES Trade Enquiries Welcome 


Fire & Movement: issue 25 £1.95 
Gryphon: issue 3 , £1.95 
4 copy subs for either mag. ... £7.80 


DUNGEONS & DRAGONS 
D&D Basic Set, rules, dice, adventure £8.50 


D&D Expert Set; rules, dice, adv £8.50 
D&D Basic Rules only £3.95 
D&D Expert Rules only £3.95 
D&D Character Records sheets £1.95 
AD&D Dungeon Master's Guide £9.95 
AD&D Players Handbook £8.50 
AD&D Monster Manual .. £8.50 
AD&D Deities & Demigods .. £8.50 
AD&D Fiend Folio £8,50 
AD&D Dungeon Master's Screen .. £4.50 
AD&D Character Record sheets £2.95 
AD&D Player Character Folder £2.95 


AD&D NPC Character Record sheets £2.95 


AD&D DM's Adventure Log .. £2.96 
Rogues Gallery, NPC stats. £2.95 
World of Greyhawk £6.50 
B1 D&D Basic Module ~- £2196 
B2 D&D Basic Module . £3.50 
X1 D&D Expert Module £3.50 
G1 AD&D Module £2.50 
G2 AD&D Module £2.50 
G3 AD&D Module £2.50 
D1 AD&D Module £2.50 
D2 AD&D Module £2.50 
D3 AD&D Module £2.95 
S1 AD&D Module . £2.95 
$2 AD&D Module £2.50 
$3 AD&D Module . £4.95 
T1 AD&D Medule £2.95 
C1 AD&D Module £3.95 
C2 AD&D Module £2.95 
Q1 AD&D Module £3.95 
Al AD&D Module £2.95 
A2 AD&D Module £3.50 
A3 AD&D Module £2.95 
A4 AD&D Module £3.50 
L1 AD&D Module ..... .. £3.50 
Boot Hill Module 1 £2.50 
Gamma World Module 1 . £2.50 
Top Secret Module 1 £2.50 


Game Snooze 2 now available. News, re- 
views, new titles. Board games, figures 
games, role-playing, sports games. PLUS 
win a holiday for 3, with the sex symbol of 
your choice, in Gdansk! Game Snooze 30p 


Gorget and Sash; early modern warfare 


magazine. Issue 2 95p 


GAME SNOOZE and G&S available to trade 


BOARD WARGAMES 
Trade Enquiries Welcome 
SIM-CAN games: 
JIHAD! The rise of Islam 632-732 £8.95 
DIVINE WIND: Strategic Pacific War 

game ....... é £8,95 
Also available. Dark Stars, Assault on To- 
bruk; Lee at the Crossroads. Kriegsmarine; 
Raketny Kreyser, Quebec Libre: IJN; Tor- 
pedo; | Will Fight No More Forever; Le'Grand 
Empire; Warring States; rmomnaac: War; 
all at. pevansasscensserss PED 


MARSHAL ENTERPRISES 

La Bataille de Deutsch-Wagram: A 1600 
counter, 34” * 88” map game of the huge 
battle which marked the climax of the 1809 
campaign ia) eg 3sanracegentn ee ee 
La Bataille d° Austerlitz . £17.45 
La Bataille d’Espagnol-Talavera £9.95 


Please mention WHITE DWARF when replying to advertisements 


AVALON HILL 


Crescendo of Doom £10.95 
Cross of Iron £9.95 
Midway £10.95 
Panzer Blitz £10.95 
Panzer Leader £10.95 
Richthofen’s War £9.95 
Russian Campaign £9.95 
Squad Leader £11.45 
War and Peace £10.95 
Wooden Ships & Iron Men « £9.95 
Airforce £10.95 
Dauntless £10.95 
Flat Top £10.95 
Dune £10.95 
Magic Realm £10.95 
Starship Troopers £10.95 
The Longest Day £39.95 
Fortress Europe £10.95 
Circus Maximus £7.95 
Caesar Alesia £9.95 
Guns of August £11.45 
Amoeba Wars . £10.95 
Moonstar .... = £9.95 
Gladiator phasobsnt pastas £7.95 
—————————— 

CHAOSIUM 

Runequest, boxed kit £13.95 
Dragon Pass, fantasy boardgame ..£10,95 


fn 


PHILMAR GAMES 
Sorcerer's Cave & Mystic Wood £5.95 each 
Sorcerer's Cave Expansion kit £2.75 


GAME SCIENCE 
TRADE ENQUIRIES WELCOME 


Empire of the Petal Throne £15.95 
Star Fleet Battle Manual £3.95 
Strike Team Alpha £3.95 
Superhero 2044 £3.95 


; 


PEOPLE'S WARGAMES 

KANEV 

A single map, 200 counter game of the lar- 
gest Soviet Airborne operation in WW2 
Exciting, playable and unpredictable 
Designed by John Prados. Boxed £8.85 
Korsun Pocket (Boxed) ' £19.95 
TRADE ENQUIRIES WELCOME 


VISIT OUR NEW LEEDS 
SHOP IN THE MERRION 
CENTRE 


SEND SAE FOR LATEST LISTS 
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GAMES USED TO BE JU 


SS 


WARILOCIK 


? 


ST FOR KIDS; BUT NOW THERE ARE A NEW GENERATION OF GAMES. 


ocalypse 
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GAMES WORKSHOP’S GAMES ARE SPECIALLY DESIGNED FOR ADULTS AND OLDER CHILDREN. 
THE RULES MAY BE A BIT LONGER THAN IN YOUR AVERAGE GAME — BUT THESE ARE NOT 
AVERAGE GAMES. THEY DEMAND SKILL, STRATEGIC PLANNING, AND DIPLOMACY, YET THEY 
ARE EASY TO PLAY AND ARE GREAT FUN! 


DOCTOR WHO — Daleks, Cyber- 
men and other aliens will be met 
and must be overcome by strength 
or cunning as players search the 
galaxy for the Key of Chronos. K-9 
and others who can give help will 
be found. Most importantly, items 
will be discovered that have strange 
powers. These must be used judic- 
iously and with forethought. The 
great variety of items ensures that 
each game is different and builds 
to an exciting and hilarious climax. 
For 2-6 players, aged 10 and over. 


VALLEY OF THE FOUR WINDS 
is designed as an introduction to 
the hobby of fantasy board war- 
gaming. In a world of magic and 
monsters, the forces of good and 
evil are locked in an epic struggle. 
Each must seek the help of power- 
ful independent beings in a quest 
linked to the main battle where the 
undead hordes are besieging the 
city. The discovery of the indepen- 
dents ensures variety and demands 
quick-witted changes in tactics. 
For 2 players, aged 11 to adult. 


WARLOCK is a card-playing duel 
between wizards, each with a sel- 
ection of beautifully illustrated 
spells to cast. They must be chosen 
skilfully, as they may be reflected, 
or wander off target, and they use 
power, the exhaustion of which 
eliminates the wizard. The novel 
play-system involves all the players 
continually in a fast, flowing game. 
‘one of the most promising games 
to come our way for a long time.’ 
Games & Puzzles — Spring 1981. 
For 2-6 players, aged 12 to adult. 


APOCALYPSE requires diplomatic 
skills and a poker face as players 
attempt to build nuclear empires. 
The die is not used as a random 
element, but as the medium for out 
thinking your enemy in a totally 
unique combat system. Powerful 
nuclear weaponry adds the spice 
to a game that combines simple 
rules with high skill and great fun, 
(Formerly published as Warlord.) 
‘a work of genius’, Military Mod- 
elling magazine, August 1980. 
For 2-4 players, aged 10 to adult. 


EACH GAME COMES IN A FULL-COLOUR, 11%"x 8%"'x 2%"" BOOKCASE BOX, WITH FULL-COLOUR MOUNTED PLAYING BOARD. 


Ga 
| Please send me: 


Qty. . . Doctor Who 
| . . . Warlock 


EACH GAME COSTS £6.95, INCLUDING POSTAGE AND PACKAGING. 


Discover these and more at top 


mes Workshop Ltd, Dept M6, 27-29 Sunbeam Road, London NW10, 


Qty. . . Valley of the Four Winds 
. . . Apocalypse 


| enclose a cheque/postal order for £....... 


Or debit my | a games sa BY 
MY COMING IETS diciaie <'cre oss 
SIGNATUTB sa ranalg.ae ates ee ees 
Name (Block Capitals). ...... 
OCICS S icincsvinn te, oo Sreceelo were « 


| Games Workshop Ltd, Registered No. 1467092 


GAMES WORKSHOP 


games shops, including our own in: 
London: 1 Dalling Road, Hammer- 
smith, W6. Tel: 01-741 3445. 
Manchester: 6 St. James’s Square, 
Manchester M2, Tel: 061-832 6863. 
Birmingham: Unit 37, Birmingham 
Shopping Centre, Birmingham B2. 
Tel: 021-632 4804. 

Or by sendinga cheque/PO for 70p 
(inc P&P) for our 64 page catalogue. 


Games Workshop Ltd., Head Office and Mail Order Departments: 
27-29 Sunbeam Road, London NW10. Telephone: 01-965 3713. 
I 


TELEPHONE ORDERING 
FOR ACCESS AND BARCLAYCARD HOLDERS: 
TELEPHONE: 01-965 3713 


SUPERIOR NEW MINI GAMES 
at mini prices! 


These are new TSR™ mini games featuring some 
im tts ee dh thrilling new themes, attractively produced in colour 
_¥ €3 ro PS aS / with a pair of quality dice, and priced at only £2.95 
A as Vs aot te (cheaper than many other games of an inferior 

ay quality). This is your opportunity to play exciting 
fantasy games, they're quick and easy to learn and 
can provide hours of fascinating play. 


SY 7 


VAMPYRE” Minigame — Players, in their hunt : 
for Dracula, must take terrible risks to find 3 of his 
it vie 8 =ltd coffins in Transylvania’s Carpathian Mountains. In 

RIDE the advanced game, only the bravest can defeat the 
vampyre within the heavily guarded walls of Castle 
Dracula. 


‘ cS ae rt 


THEY’VE INVADED PLEASANTVILLE™ 
Minigame — A game of alien infiltration — creates 
an atmosphere of creeping paranoia as one-by-one 
residents of this unsuspecting town are turned into 
glassy-eyed strangers. The “Normal” townspeople 
must find and defeat the alien before they too are 
“Invaded”. 


REVOLT ON ANTARES*” Minigame features 3 different science SAGA” Ace of Heroes Minigame features Norse 


fiction scenarios pitting seven large family clans (the Seven Houses heroes combating awesome monsters, winning fab- 
of Imirrhos) against the ruling Imperial Terran Empire; in league ulous treasures and ruling great kingdoms in their 
with an alien invasion; or in an all-out struggle amongst them- quest to gain the greatest glory and to be an 
selves. immortalized legend in song and story. 


Here are the very latest Dungeon Modules — for 


? low level characters, bringing you a new group of 
adventure settings and notes on how to expand 
® your play. 


DUNGEON MODULE B3 At your regular adventure games 
for the Basic Game supplier. If in difficulty contact: 
PALACE OF THE SILVER 

PRINCESS 


(Character levels 1-3) 


DUNGEON MODULE L1 
for the Advanced Game The GameWizards 


F BONE HILL 
roti S ig ©1981 TSR Hobbies, Inc. All Rights Reserved 


TSR Hobbies (UK) Ltd 


DUNGEON MODULE I1 The Mill, Rathmore Road, 
for the Advanced Game Cambridge CB1 4AD, 


DWELLERS OF THE : 
FORBIDDEN CITY Telephone: 0223 212517 


(Character levels 4-7) 


The symbols * & ~ denote trade marks owned by TSA Hobbies Inc. Wisconsin USA 


Jed bite. 


